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An atlas of the entire game 
area offering expanded 
topographic maps, with 
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revealing the positions 

of points of interest and 
collectibles 


An exhaustive appraisal of 
all weapons, including stats, 
ammunition, customization, 
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parameters, availability 
conditions and other notable 
characteristics. 


A variety of trials, trivia 
and titilation not covered 
elsewhere, including secrets, 
Trophies and Achievements, 
and advice on working 
towards Total Gompletion. 


ERI 


PRIMER 


This opening chapter will help you to develop a solid understanding of 
Hed Dead Redemption 2's mast vital systems from the very start, 
offering concise and accessible introductions to key game features. 


ONSCREEN DISPLAG 


The following annotated screenshot ilustrates a typical gameplay screen 


WITNESS 


Mezorn 


Reticle: Whenever you equip à weapon a white reticle appears. 

Hold C2/B and use ® to adjust your aim; the reticle will turn 
red when it hovers on a valid target. Headshots generally offer maximum 
efficiency. 


Ammunition: The fist figure represents the number of shots 
remaining for your active weapon; the second details your total 
stock. The icon corresponds to the type of ammunition currently selected. 


Attribute Meters: The meters visible in the lower-left commer of 

the screen represent vital attributes — rom left to right, health, 
stamina, Dead Eye, horse stamina, and horse health. Tum to page 16 to 
learn more about these systems. 


Radar: The mini-map in the lower-left of your screen shows your 
Immediate surroundings, annotated with useful detaits such as 


cardinal directions, mission objectives, and assorted points of 
interactivity. See page 13 for details. You can expand your radar or turn 
itinto a simple compas by holding 


Dynamic Information: Onscreen notifications will appear in 

accordance with your actions and events in the world — such as 
obtaining items or rewards, completing objectives, and becoming 
wanted. 


Context-Sensitive Prompts: Whenever you can perform a 
context-sensitive action, a corresponding prompt will appear in 
the lower-right corner of the screen. These are used in many different 
situations, such as collecting items, interacting with the environment, 
and to make decisions during missions or interactive conversations, 
Press, tap or hold the displayed button to choose the specified action. 


ESSENTIAL COMMANDS 


The opening hours of Aed Dead Redemption 2 are filled with 
opportunities to lea about and practice actions and abilities, but 
the following recap of all essential button commands will prove useful 
should you forget a particular function, or miss a tutorial. If you are 
familiar with the original Red Dead Redemption and the Grand Theft 
‘Auto series, you should feel right at home from the very start 


Many potential actions and interactions are activated via context 


sensitive button presses. The relevant prompts will appear in the lower 
right comer of the screen when they are available 


* BASIC MOVEMENT * 


With the exception of crouch-walking, the following commands apply 
when you are both on foot and riding à horse. 


@| Walking: Tilt ® to walk in any direction. This pace of movement 
is suited for ambling through crowds in towns, or while taking in the 
sights on your many travels. 


@+%/@ (hold) | Running: Running will be your primary 
movement speed in most situations. It is much faster than walking, 
yet it does not drain your stamina. While riding a horse or driving a 
wagon, this also enables you to maintain your gait after à galop, 
‘and to automatically follow companions during group rides. 


@+3/@ (tap repeatedy) | Sprinting: Sprinting enables you to 
run at maximum speed, at the cost of stamina. This is vital in critical 
situations, such as an escape or chase, but can also shorten journeys 
if you do not have a steed at hand. While riding a horse, try to tap the 
button in à rhythm that matches your mount's gallop. This special 
technique makes it possible to travel at great speed without draining 
the horse stamina meter. 


©/dr+@ | Crouch-walking: An essential technique during 
infiltration situations, crouch-walking is also recommended while 
hunting. It enables you to move steadily while keeping a low profile 
‘and making very litte noise. Note that you can also crouch-tun by 
simultaneously holding 69/@ 


+ COMBAT + 


TD /@ | Draw/Holster Weapon: Whenever possible, ou should 
always ready your weapon before hostiles engage you. Don't neglect 
to holster it afterwards: carrying a weapon in hand when there is no 
need to do so might lead to unfortunate misunderstandings. 


2/1 (hold) +2 /G | Aim and Shoot: Most weapons in the 
game are used with these controls. Ready your weapon by holding 
@/B. line vp a shot with @ — the reticle wil turn red when 
directed at a valid target — then open fire with R2/G. By default. 
Red Dead Redemption 2 offers à medium level af aiming assistance, 
which means that you will automatically lack on to enemies in your 
line of fre when you raise your weapon. With this system, the reticle 
is usually positioned on your target's chest you very brieflyfick @ 
and fire as you lock on to a foe, it's possible to secure near-instant 


headshots. You can then release C2/ID and repeat the maneuver 
immediately with another target if required. 


R2/Q | Shoot from the Hip: If you do not hold C2/E, you will 
fire in the direction that you are facing, automatically locking on to the 
dlosest target. This can prove helpful in situations where you need to 
strike instantly 


@/ír | Dead Eye: Whenever you face large groups of enemies, 
especially when there is a danger that you will be overwhelmed, this 
command enables you to slow down the flow of time while aiming 
a weapon. This skill is upgraded early in the adventure, making it 
possible to “tag” targets with @D / GER : vou can then press R2/U 
to fire at al of them in rapid succession. Note that triggering Dead 
Eye drains the corresponding meter. You can end the effect by 
pressing @ sr again. 


ED / EER | Take/Exit Cover: Taking cover helps you to remain unseen 
during infltrations, and makes it more dilficult for enemies to hit you 
during shootouts. Note that you can move along a cover surface by 
tiling @ to improve your firing angle, or to avoid incoming fire if 
partially exposed. To move around corners or transition to the next 
available cover spot, tilt © and press @/. While in cover, you 
can move out to fire by holding C2/B; release it to immediately 
snap back into cover. 


© /@ | Reload: Your character will reload automatically whenever 
his weapon runs out of ammunition, but this leaves you vulnerable. 
To avoid the horror of the “dead man's click”, you should get into 
the habit of manually reloading whenever you have the opportunity 
during shootouts, ideally from behind cover. 


(2/1 (hold) +@/ | Combat Dive: When you need to dodge 
an incoming threat, such as a predator charging at you, diving 
sideways can instantly put you out of harm's way. 


©/@ | Silent Takedown: If you manage to stealthily approach 
an enemy from behind, this technique offers a quiet way to remove 
them from the equation, These attacks are non-lethal if you are 
unarmed; should you brandish a melee weapon such as a knie, the 
victim will be killed. 


©/® | Melee Combat: During brawls, tap this button to punch 
or kick your opponents. When facing skilled enemies, you wil often 
need to block their blows first with @/@, then follow up with 
swift counters. You can also grapple them with ©/@ 
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* EXPLORATION « 


*©+@/dr + tr | Eagle Eye: This ability triggers a heightened 
sense of awareness and intuition whereby points of interest in your 
immediate vicinity, such as animal tracks and collectibles, will be 
temporarily highlighted. You can even choose to focus on tracks with 
RD) / EER to keep them visible for a while after you leave Eagle Eye 


mode, 


* @+ 5/ | Jumping/Vaulting/Climbing: As well as a basic jump 
that can sufice for everything from hopping over a ditch to leaping 
onto a moving train, this button is also employed to vault or clamber 
over obstacles in your path such as fences and walls. There are also 
instances where you can use it to climb to vantage points while 
exploring, or to occupy favorable high ground before you engage 
nearby adversaries 


% € (hold) | Satchel: Opening your satchel (or your cargo when near 
your horse) gives you access to the items you currently have in your 
personal inventory. This enables you not only to heal or restore your 
attribute cores whenever necessary, but also to view documents or 
keep track of the collectibles that you gradually acquire 


* COMMAND LIST « 


The following tables describe the controller commands that can be 
performed in Aed Dead Redemption 2 with the standard settings. 


GENERAL CONTROLS 


Movo 


HORSE-SPECIFIC CONTROLS 


COMMAND NOTES I 


Steer 
Hold while riding to pat your horse 


Whe riding, tapt galop hid to flow a companon and 
mach their speod; doube tap and út ® forward wie in 
formation to move wp_ 


While riding, tap to jump: whe on foot, focusing on a horse, 


‘tap to calm and pat it 


Tap to maunt/dismount your horse; while riding, hold to htch 


@/@ | your horse; while on loot, ap wo lead a horse that you're 
focusing on 
= ile riding. kick a target to either side: while leading your 
0/0 We le leading yo 
EE While riding or on foot near your horse hold to view the __ | 
@/ | voapons stored on your mount | 
When moving. low down; when stationary, back up: while 
@D/EER | ring in formation, doubie tap and it ® backward to mave 
down 
C2/E | While on foot, hold to focus on a nearby horse 
€ __ | While focusing on your horse. brush it 
<> __ [Wiering or on oat nea our horse hold to cheek your | 
< horse cargo: while focusing on your horse, foed it 
& | wristevcal our horse 


COMBAT-SPECIFIC CONTROLS 


COMMÁND NOTES 


Tilt to peek out while in cover 


‘Adjust tho position of your aiming reticle 


While aiming, tap to de: during melee combat, tap or hold 
t block enemy blows: wle in cover, transition to the next 
available cover spol 


Reload your weapon: tap while unarmed or equipped with a 
weapon ta strike an enemy 


During melee combat, grapple your opponent 


searching pieces of furniture; hold to rest. 


Hold to display the wheel menu: tap to draw or holster your 


Take/exit cover, cycle through different interactions; while, 
focusing on an animal, study it, then show/hide ‘ts info. 


Hold to trigger interactive conversations with nearby characters 


Tap to draw your weapon: fire weapon 


Hold to open your satchel (or cargo when near your horse) 


Tap to display the log: hold ta check your journal 


Whistle 


Tap to view your current objective, expand the radar, and 
display our honor rating as well as information on your 
‘environment; hold to change the radar type 


I_@__ | Adust te camera angle While aiming, ctivato Dead Eye 
| Grouch; prossod simultaneously with ©, activate Eaglo Hold to display the weapan wheel then select a weapon with @ 
LO/ir | 5e L 8 ‘and ease 10 equip Lap to draw/holster our weapan 
| While selecting a weapon in the wheel menu, maintain Take/eit cover 
(repair) that weapon: pressed simultaneously with ®/ 7 
ee oon ae Hold to aim your equipped weapon 
ng cutscenes, 'Uselfre weapon, either rom the hip or more accurately while, 
DIO | skip ’ oe ng by holding (2/1 t 
E Tap to jump, vaut ar dimb obstacles: hold to pick up € __| wrile aiming, toggle shoulder view 
@/@ | collectblas and saarch pieces of fumitue; while focusing 
om a animal Lap to dew is atention il & [vie aiming, raise you gun to the sy to make a warning shot 
Interact with the anviroament; loot dias; skin animals: 
@/O | close drawers and doors that you have opened while MENU-SPECIFIC CONTROLS 


commartò 
@:o 
©/úr 
@ | te whoe mans select akan or he aap moon dra 
@/@ _ | Contem seiection: on the men. placatremove a waypai 
O/@ | Cancolscectiowgobeek — 


On the map. display the index, 


Navigate labs 


Navigate tabs 


In the wheel manu, navigate the tems within the same 


Ea/@ | Top totoggle camera view; hold to wigger cinematic camera _ | category; on the map, zoom out 
(ETR snit veass mena aki apen Úia mat | gg | Inthe wheel menu, navigste the items within the same | 
1 sheds |} S/@ | cocoon: on tie man. oon mn 
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GAME STRUCTURE 


Red Dead Redemption 2 is a nonlinear adventure set in a massive, 
feature-packed world. 


Between missions and countless other activities, you can freely explore 
almost every inch of the map, traveling its vast expanses and scouring its 
numerous points of interest for opportunities that might arise. You will 
encounter homesteads, hideouts, towns and many other unique settings, 
each with their own distinctive layouts, ambient events and potential 
rewards. Whenever your wanderust is briefy sated, you can also choose 
to head back to camp to converse with key characters, apply upgrades 
and appearance changes, or simply sleep in preparation for another long 
and productive day. 


* MISSIONS « 


You should note that there ís no right ar wrong way to play. Some 
will choose to complete the main stonyine as quickly as possible, while 
others will venture off the beaten path and immerse themselves in the 
environment and incidental events. To help you to plot your own personal 
joumey, this section offers quick guide to some af the more substantial 
endeavors that you can get involved with in the world. We also offer 
advice on certain settings and options that you may wish to adjust in 
order to suit your gaming preferences 


When à mission is available for you to start, a circular blip with the 
initials of the person you need to see appears on your map and radar 
Once you are ready, talk to that individual at the marked location to 
begin. 


The main storyline is divided into chapters, each consisting of a 
number of missions. These are unlocked gradually as you full specific 
conditions. This guide features a dedicated Missions chapter (see page 
26) where you will ind extensive lowcharts revealing the exact unlock 
requirements for each instaliment ofthe story 


When you complete à mission, you obtain a medal that grades your 
performance. Each mission has a unique set of medal goals: the 
acoolade you receive depends on how many of the goals you manage 
vo fulfil However, these requirements are only revealed in the Progress 
D Story menu after you complete an assignment for the first time. 
They typically require you to complete additional feats, and often entail 
completing the mission with great speed and accuracy 


Depending on your play style and level of proficiency, it might make 
sense for you to ignore medal goals when you undertake a story 
episode for the first time. This will give you greater freedom to explore 


during a first playthrough, and to deal with adversity and opportunities 
at your own pace, 


You can replay al story missions via the Progress De Story option in the 
pause menu. Focusing on medal goals during à later attempt will mean 
that you’ have a better understanding of the structure and layout of 
each assignment. Naturally, you will also greatly benefit rom having 
honed your skills over the intervening hours. 


SAVING 


Red Dead Redemption 2 employs an autosave system that 
automatically records your progress w 
jory mileston 

challenges, and when your © 


bed 


jenever you hit discrete 
worthy feats and 
acter sleeps at à camp or in a. 


ur progress and create additional 
the Story option in the pause menu (GPTIONS)/@ ) 
This function is restricted during missions and à number of other 


play activities 
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* FREE ROAMING * 


Outside of missions you are free to raam around and explore the map 
as you please — and you should, because it's packed with surprises 
and secrets. While it's possible to just race through the game, 
speeding towards the conclusion of the main storyline, we suggest 
that you always make the time to observe and enjoy the sheer beauty 
of the world 


Whenever you travel over the map, you will regularly run into 
opportunities of all kinds on your way. These include collectibles and 
chances to harvest useful items, encounters with enemy gangs or 
law enforcement, fishing spots, ambushes, and myriad other ambient 
events. 


7 2 does not feature difficulty modes, 
there are various options and features that you can use to adjust 
the gameplay experience based on your proficiency and preference: 


Toggle View: If you press A/@ multiple times, you will notice 
that you cycle between four possible camera positions. The most 
distant third-person view makes it easier to keep 
enemies, locate collectibles, and to generally have a better sens 

of your bearings. Opting for first-person persp will offer 
à profound sense of immersion. but the difficulty of 


ack of your 


certain activities, 


Lock-On Mode: There are a few parameter 
“Pause Menu > Settings > Controls” menu to simplify the pr 

of aiming. This enables you to adjust the exact level of Assisted Aim 
vou require, both when you are on foot and while riding a horse or 
vehicle. Assisted Aim is feature where the game will automatically 
snap” your reticle to the closest enemy in your direct field of vies 
when you aim your weay im means that the 


* OTHER ACTIVITIES « 


You have access to à wealth of activities in Aed Dead Redemption 2. 
These can range from mini-games, to item requests made by other 
characters, to assignments such as capturing a wanted outlaw 


One thing that you should take into account with these activities is not 
so much their difficulty, but the distances that you may be required 
to wavel to acquire and complete them. It usually makes sense to 
full optional objectives whenever you are passing through an area, 
particularly when you can arrange to start them or bring them to a 
conclusion en route to your next destination. 


game will instantly lock on to enemies that are much further away 
from the direction that your character is facing, greatly decreasing 
the difficulty of ir Conversely, Free Aim al targe 


sistance — which can make combat significantly more challe 


Tap Assist: Occasional action sequences require you to hit bu 
repeatedly in order to deal with unique scenarios. Tap 
makes this pracess easier by requiring fewer button press 
enabling you to simply hold the button instead. If yo 

repetit 
considerations, be sure to visit this option 


strain injuries, carpal tunnel syndrome or any ot 


Skip Checkpoint: If you struggle w 
sequence and fail three times in a row 

opportunity to skip the checkpoint entirely. effectively moving y 
one step forward in the mission. This usually means jumping past“; 
no more than a minute's meplay, though there are 


eptions, 


TRAVELING EFFICIENTLH 


When you need to reach a destination quickly. there are ways to 
‘optimize or shorten your journey. 


* MAP READING * 


Learning to read your map is a ritical kill that you should ry to develop 
earyin the story. Before you set off on a long joumey, studying the map 
in advance can help you to shave seconds or even entire minutes from. 
your travel time. 


Whenever a mission requires you to reach a location that you have 
previously visited, the game automatically shows you à recommended 
path to follow (in the form of a dynamic line on your map) as long as 
vou are riding à horse, The recommended path also appears when you 
manually place a waypoint, even if you're on foot. While this always. 
defines a reliable route, it is not necessarily the most efficient or fastest 
option. Ifyou take the time to look at your map, and pay attention to your 
surroundings as you travel, you'll gradually acquire the ability to take 
shortcuts and skip areas that might slow your progress significantly. 


One important factor to consider is that your map is topographic: it 
gives a clear sense of the exact elevation of each area of terrain by 
showing not only surface features, but also a representation of relief 
contour lines that connect places of identical elevation. 


If your route takes you through flat plains, chances are you will be able 
to move in a straight line, heading directly for your objective. Should 
you move through mountains or canyons, the only path available will 
probably be winding and potentially teacherous in places. Paying 
attention to the precise topology will also reveal vantage points or 
tectically-advantageous features that you can make the most of while 
completing objectives. 


« FAST TRAVEL * | 


Certain camp upgrades (see page 143) will give you access to a special 
map near your bed, If you examine it with @/@, this opens a Fast 
Travel menu in which you can choose to jump to key locations that 
you have visited so far — primarily the main towns and a few other 
landmarks. Select any of these entries and you will automatically reach 
the destination in question after a brief cutscene. 


As you complete specific stary missions early on in the adventure, 
you will also unlock the possibility to use trains and stagecoaches to 
be transported almost instantly to any town that you have previously 
visited: ticket prices vary in accordance with the distance waveled. 
These features are particularly helpful when you are engaged in travel 
intensive activities, such as treasure hunting or resource gathering 


MAPS & MARKERS 


* MAP « 


You can access the map at any time via the pause menu by pressing 
GETIONS/@ or alternatively hold that same button to be taken there 
directhy, 


Once on the map screen, your character's position is represented by à 
small pin that points in the direction faced ( (@) ). You can scroll with ®, 
zoom in or out as required with @ (or C2/R2 & B /). and position 
manual annotations: a waypoint that will also activate à route line with 
D/@, or markers that will highlight multiple locales that you'd like 
to retumn to with @/sdP. A complete index of active or known icons 
available by pressing @/. 


The map is initially obscured from view. You reveal it gradually by 
exploring, with text annotations and icons added when you discover 
new places and animal habitats. 


* RADAR * 


The radar shows a small portion ofthe main map that corresponds with 
your immediate surroundings. The four letters on the outer edge are, of 
course, cardinal directions (North, East, South, West). All other icons 
that appear here are identical to those found on the main map. 


Most icons disappear once out of the mini-map's boundaries, with the 
notable exception of mission blips, your horse, waypoints and markers, 
which remain visible at all times. These appear on the radar itself if you 


are close, or will otherwise rest on its outer rim and gradually fade to 
indicate their approximate location over langer distance 


Active enemies are represented by red dots on the radar. When they are 
outside of its range, a red threat indicator on the outer edge illustrates. 
the direction that you must travel to face them — or, conversely. which 
area to move away fram if you wish to avoid a confrontation. 


You will occasionally be asked to search 
characters, or animals. These zones a 
white on your map and radar. Note that 
turn it into à simple compas by holding < 


specific locations to find items, 
early marked in yellow or 
ou can expand your radar or 
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* MAP MARKERS * 


You can manually drop one waypoint and multiple markers on the map with 69/@ and ©, 


respectively. These remain visible on your radar 


at all times, making them very useful navigational tools. The same commands enable you to remove these annotations if you no longer need them 


MAP & MINI-MAP LEGEND 


[ô) Your Character Barber Stable 
EK | Your Horse /Temporay Horse Butcher | Stagecoach 

| mater Dacor rain staon 

bx Waypoint General Store | Taior 

7) Gunsmith Trapper 

D) Hotel [aai shop 


Mission Vendor 


GS© 


Stranger 


Campsite 


oen 


| enemy | 
‘Corpse | 

| 

[ 

| 


‘Gang's Camp 


Newspaper Seller 


f 
| 
| | 

| 

| 

Pos Olie | 
| 
|| 


Poker 
Saloon | Blackjack 
Show Dominoes 


| Fe Finger Filet 


oeeseesssre 


LN 


LOCATIONS & LANDMARKS 


Red Dead Redemption 2's world is fult of opportunities. This section 
introduces the locations that will be of most relevance to you during the 
opening hours of your adventure. 


Note that certain services (such as shops) are unavailable when 
their icons are grayed out. A smaller icon inst in the main icon will 
sometimes appear to offer additional information on ts current status 
In general, most business premises will be unavailable if you have an 
active wanted level 


ICON VARIATIONS 


@ | me toaturo (hero, a general store) is available 


& | eee is ceren reve because the business is 
closed. It wilt be open If you come back during opening hours 


The feature is currontiy unavailable because itis locked. It wil become 
(available after you reach a specifi point in the main stonyine ĳ 


With active wanted level: the building is closed until the ongoing 
(commotion has subsided 


The feature is available, and something awaits you there - for 
‘example, à new product in a store, or a new interaction, and so 
lor 


Gang members are not mere mission vendors, however. They are permanent 
inhabitants of the camp‚ offering countless ambient conversations, 
anecdotes, and day-to-day scenes that develop the story in more subtle 
ways. 


After completing an early mission for Leopold Strauss you will be able 
|_to upgrade various features of the camp itself via the ledger outside 
Dutch's tent. These upgrades require substantial financial investments, 
but they lead to significant benefits. These include the possibility to 
unlock the Fast Tavel feature orto improve the range and quality of the 
free supplies that you can claim when you visit. To increase the camp 
funds required to purchase such upgrades, you can contribute directly 
by making donations via the tthing box near the ledger. 


CAMP ICONS 


ICON MEANING | 


| tor tertsen vou cn slee ste and chang ling 


Pearson is the camp's cook and butcher. By donating hunting spods to 
© | mac rotor lend your grau bt she im co vakekin 
upgrades for you = nching satchels vt imgroved capacity 


©] | Provisions are available at Pearson's wagon 


] | Ammunition and arms are available at Arthur's wagon 


* CAMP « 
The Van der Linde gang is usual based in à camp where you can avail 
yourself of assorted services and raternize with the other outlaws. 


When fellow gang members are marked with an icon featuring theiinitials 
(for instance, D) for Dutch), these correspond to mission starting points 
Speak ar move close to the character in question to trigger the assignment 


[+] | Health supplies are available at Strauss's wagon 


Do como sen 


e | Chores are simple activities that you can perform to help 

the camp 

@ | Peder onbies vou to purchase camp uagrades You can also 
contribute ta the camp funds via the thing box. 


DE) | vou persona sings 
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« TOWNS * 


Most towns offer all sorts of services and amenities, so i's à good 
idea to visit them regularly. Some features are initially unavailable: you 
unlock them by completing specific missions during the adventure's 
early chapters. 


TOWN ICONS 


Towns feature a great number ol mission vendors and 
characters that you can interact with. Some of the former are 

@ | italy cnled “stranger” and are marked with a ditincive 
question mark icon. Visiting them is always a good idea as 
they wil often be the trigger point for an entire chain of 
events 


Barbers can cut and style your hair and shave your beard 
enbing youto change your appearance. This can help ou 
Wo avoid detection il you have an active baumty and would 
prefer lo avoid potenlial voubo 


Butchers buy and sell animal parts, used in many recipes 


Doctors are purveyors of tonics and stimulants, used to, 
restore attribute bars for both you and your horse. 


General stores sell all kinds of products, such as provisions 
hunting and fishing gear, and clothing 


Gunsmiths specialize in weapons and ammunition 


Fences buy and sel illegal merchandise, such as dynamite 
and moonshine. They also have rare and exotic goods for 
sale, such as talismans and trinkels 


Hotels enable you to both sleep (to refill your attribute 
meters and cores) and take baths (to get yourself clean and 
restore your cores). You can also use the wardrobe to change 
dothing 


Newspaper sellers do cxactly as their name implies, 
enabling you to stay up to date with the latest events, 


You can have your portrait taken at photo studios 


Post ofices are often (but not always) located at rain | 
stations and have two main functions: they enable you Lo 

send and receive mail, and to settle any active bounty on 
your head 


Saloons sol drinks and nutritious 


‘Shows offer entertainment for a modest entry fee 


Stables provide à variety of horse-elated sensces, including 
the posstbilty to buy and sel mounts, customs their 
appearance, or to upgrade their equipment 


‘Train stations and stagecoaches facilitate wavel between 
regions 


Tailors and the trapper enable you to purchase new clothing 


eesele\oje o|\e\elo seo 0 oee 
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© | rabie games available in towns include Five Finger Filet 
© eter Bechpack and Dominoes 


* THE WILDERNESS « 


Much of the world map in Aed Dead Redemption 2 consists of large 
and untamed natural expanses, ranging from mountains, to plains, to, 
swamps. As you explore these lands, you will soon find that they are full 
of dangers and opportunities 


Some of the most common encounters as you travel involve animals, 
from timid rodents to fearsome bears. All species have their own 
habitats, making it possible to stalk and avail yourself of their unique 
resources once you know where and when they might be found, We 
cover the topic of hunting a lite later in this chapter (see page 22} 


The world is also fulof rivers and lakes that are home to al sorts of fish 
As soon as you receive your fishing rod during the second chapter of 
the adventure, you can lose yourself in this engrossing pursuit, which 
requires both specific gear and knowledge of where the best fishing 
‘spots are (see page 163 for details) 


One point 0 keep in mind when you are in the wilderness is that you 
can set camp virtually anywhere. Select the camp option in the item 
wheel and you will create à campfire. This enables you to sleep, which 
refils your attribute meters, and to craft and cook. You should make ita 
habit to camp regularly, particularly when you notice that your atvibute 
cores are running low. 


Different regions have varying climates, and these can be potentially 
harmful to your character. Make sure that you change or adapt your 
outfits accordingly when required, by stopping either at camp or at 
a tailar's shop. Wearing suitable atire will enable you to prevent the 
detrimental effects of hot or cold temperatures 


Last but not least, the game folows  day/night cycle, where one in 
game day takes 48 minutes in real Ife (with the exception of your camp, 
where time flows more slowly). The curent time of day has multiple 
gameplay consequences —for example, some shops or special characters 
can only be encountered during specific hours, certain missions play out 
differently during day or night, and various creatures may only be found 
at particular times. When you need to complete an objective at an exact 
hour, note that you can pass the time by sleeping at à campfire, in your 
tent at the gang camp, or by renting a room. You will usually be given 
three options regarding how long you want to sleep, enabling you to, 
wake up at the most convenient time for you 
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ATTRIBUTES & METERS 


There are five main attributes in the game: three exclusive to your character. and two exclusive to your horse 


ATTRIBUTES 


Horse Stamina 


| 
| 
| 
| 
| 
| 
| 


| Health The amount of damage that your character can sustain 
Stamina The level of physical exertion your character can endure, such as when sprinting or jumping | 
ĳ 
Dead Eye The amount of time you can spend in Dead Eye made 


The degree of physical exertion your horse can endure, such as when galloping and jumping 


The amount of damage that your horse can sustain before it falls 


These attributes are represented by dynamic meters that appear in the 
lower-left corner of the screen. Each meter actually consists of two 
separate gauges: a main attribute meter, and an attribute core. 


* MAIN ATTRIBUTE METERS « 


Main attribute meter 


are represented by a circular gauge. They are 


depleted in accordance with certain actions or events (for example, 
taking damage will reduce your health meter) and can be replenished. 
by using tonics, sleeping, or through the restorative effect of attribute 
E 


es. The latter occurs automatically over time for health and stamina, 
and with every kill for Dead Eye. 


Your character's attribute meters start at a low level but can be 
improved, As you perform specie actions, you will acquire attribute 
experience points: when these reach specific milestones, the related 
attribute will level up and gain an additional meter segment 


* ATTRIBUTE CORES * 


Cores are the icons that appear inside each atribute meter, and 
primarily serve as a last resort extension of the corresponding attribute. 
If a main attribute meter is fully depleted, additional usage or damage 
will begin to deplete the core. With the health attribute, exhausting the 
main meter and its core leads to death 


The secondary function of cores is that they determine the recovery 
rate of the related attribute meter. When full, you enjoy the maximum 
possible replenishment speed; if depleted, you will need to wait longer. 


This makes cores extremely important. If you sustain damage during 
battle, for example, having a full health core will enable you to heal 
fairy quickly: you just have to stay in cover for a moment. The same 


situation with an almost empty core will prove far more challenging. 


and will likely require the use of a health tonic if you have one… ora 
fraught conclusion to your current confrontation 


Cores drain slowly overtime through hunger and fatigue. Your stamina 
core, for example, is à lightning icon that is initially entirely white; as 
times goes by, however, you will notice that it gradually drains, with 
depleted sections colored in gray. 


In normal conditions, it takes 90 minutes fora core to drain completely 
Adverse weather conditions can increase the speed al which they are 
eted. Cores, therefore, require regular “maintenance” 


* CORE MAINTENANCE * 


Restoring cores can be achieved by sleeping. bathing, or by eating 
appropriate food. Note that the game offers a preview of the impact of 
each item on the affected meters before you actually consume it 


Sleeping is a cheap and convenient way to replenish your cores. The 
following options are available 


* Campfires: After you complete the early story mission “Exit Pursued 
By A Bruised Ego”, you can set up your own camp almost anywhere 
either by resting (hold @/@, then press the same button again) 
or by selecting the camp option at the bottom of the item wheel. 
Camping gives you access to multiple options, including crafting and 
sleeping, making this a staple feature that you will use often. Note 
that you cannot set up camp in towns 


# Bed: You can sleep in your own bed at the gang's current camp. 


* Rented Rooms: Another option is to rent rooms in towns for a flat 
rate 


For a full guide to atwribute cores, see page 167 
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* HEALTH * 


Health is probably the most straightforward attribute, 
representing physical integrity. Alowing our character's health meter 
and core to fully depiete willresuit in death. Try to always have tonics at 
hand for emergency situations where you may need to urgently top up 
this gauge in order to survive. 


An easy way to level up this attribute is to regularly perform melee 
knockouts or thrown weapon kils. Once you have access to à boat 
rawing is also an effective method to extend your meter. For a full list of 
appropriate training methods, see page 167. 


* STAMINA * 


Stamina determines your ability to maintain physical 
exertion, and requires dligent management 


The most common cause of stamina depletion is sprinting. To minimize 
the overall drain, switch between maximum speed (by repeatedly 
tapping 69/@) and running speed (by holding @/@) at regular 
‘intervals to enable the meter to refill without unnecessarily encroaching 
upon the core. 


While riding your horse, the same principles apply to its separate 
stamina gauge. However, when you gallop at full speed by repeatedly 
tapping ®/@, you can actually prevent the meter-draining process 


by pressing the button in sync with your mount's gallop. Mastering the 
required rhythm won't take too long, and will leave you free to take in 
the sights as you travel 


A very simple way to level up your stamina meter quickly is to sprint 
often and for extended periods. See page 167 to study all possible 
traïning methods. 


« DEAD EYE * 


Dead Eye is a special sk that enables you to slow down 
the flow of time while aiming a weapon, giving you a temporary but 
massive advantage over your enemies. 


To trigger Dead Eye, press ®/äP while aiming. The basic way to 
employ it is to shoot targets manually while enjoying the slow-motion 
advantage. 


After your Dead Eye ability improves early on in the adventure, you can 
queue attacks on multiple enemies, or hit a particular target numerous 
times. With Dead Eye active, move the aiming reticle over intended 
victims and press RI) / EBR to tag them; when ready, press R2/ to 
fire at al specified targets in rapid succession 


To level up this attribute, hone your combat skills to perform long. 
distance headshots and free-aim kil. For à tul ist of appropriate 
raining methods, see page 167, 
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HORSES 


Horses are an integral part of the Red Dead Redemption 2 adventure. 
Not only do they enable you to move around much faster than you 
can on foot, they also offer storage opportunities that make it easy 
to change your equipment when required. You can even use them to 
cany pelts and captured targets or animal carcasses that you need to, 
vansport 


* SADDLING HORSES « 


WF you want to acquire a new horse without purchasing one at à 
stable, you have two options 


% You can “break” wild horses to gain their trust. This is achieved by 
locking on to the horse from a distance (after catching it with your 
lasso if required) to initiate the calming process, Once the horse 
allows you ta get close, you can calm it, then mount it. Try to stay on 
its back by tilting @ in the opposite direction to where it pulls. If you 
manage to stop it from bucking you off and ride it for a while, it will 
eventwally be tamed and become your temporary horse. 


% You can also steal horses, with the exception of those that belong to. 
fellow gang members, and ride them temporarily. 


Horses will only truly become yours if you put your saddle on them —a 
feature unlacked after a lew hours of play in the main storyline, To do 
so, approach a calm horse with a saddle in hand and hold €. You 
can only have one saddle, and therefore one main horse, at a time. To 
remove the saddle from your current horse, focus on it (hold C2/) 


then hold ®, 
* STABLES « 


Stables are available in all major towns. These give you access to the 
following services 


% Buying and selling horses. 
* Buying horse care items such as horse food and tonics 


* Buying or upgrading equipment such as saddles, saddlebags, and 
stirrups 


% Keeping up to three horses safely. You could, for example, leave your 
favored fast horse in a stable while you ride a more resiient steed 
for an upcoming battle 


Customize your horse's appearance and accessories, or rename it 


* HORSE CARE * 


To keep your horse healthy and happy. you need to keep it fed and clean 
A horse's health and stamina cores are affected negatively when it gets 
hungry or dirty. Hold CD / 4 and navigate to the horse wheel menu 
wo select the relevant items 

Nutritious foods such as oatcakes, apples and hay will satisfy your 
horse's hunger more substantially than teats. Giving these foods to 
|_your mount wil also increase bonding. Certain herbs and plants picked 
in the wild can also be fed to your horse. You should avoid overfeeding 
your mount: indulging it when it is already full can cause it to gain 
weight —see page 135 for details 


* HORSE BONDING « 


Bonding represents the level of trust and understanding between you 
and your horse. Higher levels translate into the following benefits 


# Improved horse health and stamina, and new commands available. 


% Improved whistle range and response speed when you call your 
horse, even during combat. 


# Ability to cross deeper water and navigate more challenging terrain 


* Lower chances for your horse to flee when facing predators. 


The following actions will contribute to increased horse bonding 
|_* Calming your horse when it's agitated. 

* Patting your horse. 

# Feeding your horse when it's hungry and grooming it when it's dirty 
% Removing a heavy item stowed on your horse 

# Leading, riding, and swimming with your horse. 


* Hitching your horse with ®/@ at a hitching post or tree. A hitched 
horse regenerates its cores more rapidly and cannot wander away. 


Some horses will become agitated if they feel threatened or hear loud 
naises (such as gunshots). Use silent weapons such as the bow to avoid 
spooking a new mount; its courage will increase as you unlock horse 
bonding levels. 


You can call your horse by whistling with ©. At first the whistling range 
is limited, but this will improve as your bonding level increases. Your 
horse will not respond if tis too far away, stabled, or if you are indoors 
orat camp. 
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CRIME 


* CRIMINAL ACTIVITIES * 


As you might expect, your association with the Van der Linde gang will 
regularly call for you to take part in legal activities, 


ROBBERIES 

After you complete the game's first few missions, you unlock the 
ability to perform robberies at locations such as shops, homesteads 
and camps. Stealth is sometimes an option, but most daylight activities 
wall require a suitable show of force. Draw your weapon once inside to 
threaten the occupants; naturally, you can reasonably expect certain 
individuals to fight back or attempt to involve the law. A successful 
robbery will be one in which you intimidate or quiet avoid the majority 
of people in the vicinity, incapacitate potential heroes quickly. and 
make good your escape without an extended chase. 


A litte later in the story, it is also possible to hold up stagecoaches 
and trains loaded with valuables. Talking to certain employees at post 
offices wl give you hints about such potential targets. 


LOANSHARKING 
Early on in the adventure Leopold Strauss, one of Dutch's gang 
members, will offer you missions in which you are tasked to 
encourage” reluctant debtors to pay up. 


Individuals who owe money to the gang are marked on the map with 
a dollar icon. 


BOUNTY HUNTING 
Each town has a noticeboard at the depot or sheriff's office, 
occasionally displaying suspected criminals in the area. Yau can 
retrieve posters from these boards to obtain the necessary details, 
then hunt down bounty targets for rewards. 


Asa rule, you will receive more honor for bringing in a wanted target 
alive than by killing them. This requires you to lasso and hogtie them, 
then deliver them to the local sherifs office on horseback 


Wanted targets tend to be hidden in well-guarded areas, so it makes 
sense to prepare your approach and observe the terrain. Some routes 
can prove much safer than others, be it in terms of cover points or 
stealth-kill opportunities 


CRIMINAL ACTIVITY OVERVIEW 


MEANING 


Home Robbery 


Shop Robbery 


Use eithar stealth or brute forco to steal 


Bank Robbery | (com ie designated target 


Stagecoach 
| Robbery 


| 
@ | rain zonder Jl 
$ 


Loansharking 


Bounty Hunting | sperif's office, other dead or alive 


q 
| © Go after outlaws and bring them back toa. | 


ILLEGAL MERCHANDISE 


Certain “fence” shopkeepers won't trouble you with questions 
about whether items were legally acquired, These are marked 
with the é icon 


Two fences are specialized in a certain type of goods: one will buy 
stolen wagons and the other stolen horses. These are unlocked 
during the early chapters of the storyline 


* THE HONOR SYSTEM * 


The honor system measures how your actions are perceived in terms of 
morality by in-game characters. As a general rule of thumb, actions that 
are considered as honorable (such as rescuing townsfolk from danger or 
twrming in criminals to the law) will add to your honor score; conversely, 
activities that are considered dishonorable (such as kiling innocent 
civilians and larceny) will impact your honor negatively 


Every time you hit certain honor milestones you achieve a specific rank 
Reaching certain ranks will reward you with unique benefits. You can 
find a complete guide to this system, with a ist of all events and actions 
that impact your honor positively or negatively, on page 170. 
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* WITNESSES * 


Whenever a civilian spots you committing a crime, they may try to report 
your action to a lawman. If they succeed you will become wanted, 
causing agents of the law to seek you out. To prevent witnesses from 
raising the alarm, you can either stop them (focus on them, then press 
@/©) or tackle them with @/@. You then have multiple interaction 
options to convince them to forget what they saw. They tend to move 
quickly, so you will need to be decisive in order to catch them. 


Dead bodies that you leave in your wake can also prove problematic. 
If they are sighted and reported, lawmen will come to investigate. 
Should they spot you during this process, they are unlikely to leap 
to a conclusion that will work in your favor. This is why it sometimes 
makes sense to hide cadavers when there's à danger of them being 
discovered. To do so, approach the corpse and press D/E: you can 
then convey it to à suitable spot and press the button again to drop it 


| Once you have been witnessed taking part in criminal activity in an area, 
| law enforcement will make a note of your current physical description. 
You can make yourself harder to recognize in the following ways: 


By changing your clothes. You can do this at your lodging, at various 
shops, in a rented room, or when facing your horse. 


By altering your hair and beard, which you can do in your camp tent 
or ata barber's shop. 


Wearing a mask or bandana also makes it harder for witnesses to 
positively identify you, potentially enabling you to talk your way out 
of trouble if you are interrogated 


* THE WANTED SYSTEM * 


When you commit erimes that are reported by witnesses, you become 
wanted by the local authorities and a bounty is placed on your head. 
Paying your bounty effectively resets the wanted system in a region. 
You should note, though, that each state in the game tracks its own 
wanted criminals and bounty levels 


When you have an active wanted level, the area where the law is 
currently searching for you is represented by a red circle on your map. 
You can lose your pursuers by escaping, by hiding, or by killing all 
nearby lawmen (though this final option is both risky and costly, as it 
will increase your active bounty dramatically} 


As a rule, escaping is by far the most sensible option. Whistle your 
horse if it is within range, then galop out of the red cicle. In many 
cases you will have lawmen in hot pursuit, but you can often outpace 
them, or shaot to deter or disable more persistent individuals. Once 
vou are out of the red perimeter, lammen will continue their search for 
à short while. As long as you are not identified during that time, you 
have nothing to fear. It's usually enough to continue galloping away 
unul the coast is clear 


‘Any bounty placed on your head depends on the gravity of your crime. 
Murders, jailbreaks and robberies count among the most serious 
offenses, and therefore lead to the highest bounties. 


Your bounty in a state accumulates with each successive illegal act. If 
vou commit further crimes while the law is chasing you, particularly 
if you kill the forces currently trying to arrest you, reinforcements will 
be sent — and stronger opponents will gradually join the fray. Though 
standing your ground at a crime scene and killing all lawmen as they 
arrive can be exhilarating, it will rarely end well. The chances are that 
you will soon find yourself overwhelmed by sheer weight of numbers. 


After you commit serious crimes and escape, you can reasonably 
expect posses, marshals and bounty hunters to attempt to waylay 
vou on your joumeys through the wildemess. These unexpected 
encounters will often take you completely by surprise, making them 
dangerous if you are unprepared. 


A bounty can be cancelled by paying it off. This can be achieved by 
handing over the required sum at any post office. 


Note that we study the Wanted system in greater depth on page 174. 
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« THE VAN DER LINDE GANG * 


_ + ENEMY GANGS « 


There are many missions where fellow gang members can fight 
alongside you, especially when you face large groups of enemies or 
lawmen. Companions will attack on their own and are experienced 
gunslingers, but you should not count on them to do all the work for 
you, Itis your contribution to the battle that usually matters most 


Whenever a companion’s presence is integral to the flow of a mission, 
it is your responsibility to protect the individual in question. If they 
happen to die in à shootout, you will be forced to restart from the 
previous checkpoint 


Red Dead Redemption 2's world is home to many rival gangs of outlaws 
and misfits. These groups vary in size and structure, but each has its 
ov territory and is unlikely to welcome Dutch's gang on their turf 


Attacking enemy camps is dangerous, but can yield valuable loot if the. 
raid is a success 


CHALLENGES 


Challenges are gameplay accomplishments that you complete 
sequentally. There are nine categories in total 


RY GENERAL DE 


Theft and robbery 
Treasure hunting 
Winning table games 
Crafting and herb-picking 


Hunting and skinning animals 


Horse riding feats 


Each category features ten challenges. Completing all ten within 
à category will provide various rewards: attribute increases, dollar 
payments and, more importantly, reinforced equipment that (once 
unlocked) can be obtained at any trapper shop. 


You can expect to complete a number of challenges via natural 
progression ìn the adventure. The more advanced ones, however, will 
typically require much more effort 


You can find à complete list of challenges and all related rewards on 
page 172. 


Shooting feats. 


Crafting and fishing 


Knife and thrown weapon feats 
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HUNTING 


Animals are valuable natural resources that can be hunted for their 
meat, hides, and other useful materials 


# TRACKING + 


The easiest way to track nearby animals is to activate Eagle Eye by 
simultaneously pressing ©+@/4r + dr. 


In Eagle Eye mode, animal tracks are clearly identified by luminaus 
trails, You can then press &D/ EEN to highlight the trais for a while 
{even after you exit Eagle Eye mode), making them easier to follow. 


If you pay attention during Eagle Eye mode, you will also notice a subtle 
visual effect emanating from your character's body: this represents, 
scent, which is carried by the wind. You can use this information to, 
find out in advance if the prevailing breeze is likely to carry your scent 
toward your quarry, potentially ruining your approach. 


There are additional signs of animal life in the wilderness that you can 
identity to wack species down, without necessarily activating Eagle Eye 
— including footprints, excrement, or the remains of eaten prey. 


Each animal species has specific habitats. You can find annotated maps 
that detail these on page 149. 


* ANIMAL PARTS * 


Once successfully hunted, most animals in the wilderness can be 
skinned. You can then decide what to do with the resulting goods. 


Depending on their size, animal parts are either stored in your satchel or 
stowed on your horse by pressing @/. 


* You can cook and eat many types of meat when you rest at a 
campfire. Consuming food is one of the most convenient ways to 
maintain your attribute cores (see page 166 for details). 


% You can deliver animal parts and donate them to the gang camp, or 
take them to butchers in town to sel. Either way. be sure to offload 
them before they begin to decompose 


%* Many animal parts can be sold at general stores and to the trapper. 
or danated to Pearson to unlock various upgrades, including satchel 
‘enhancements. 


% Some body parts, such as teeth and claws, have mysterious powers 
when crafted into talisman — see page 313. 


Note that skinning animals wil help you to unlock ranks in the Master 
Hunter set of challenges. 


* HUNTING EQUIPMENT « 


When hunting, you need to choose your weapon carefully to avoid 
ruining your reward. Carcasses that have been damaged by multiple 
puncture wounds or other forms of damage are worth less than those 
that are broadly pristine. 


Early on in the adventure, the bow is the hunter's weapon of choice. It 
enables you to perform clean and quiet kills without scaring away all 
the animals in the vicinity. For optimal results, uy to aim your arrows at 
the head or neck of your prey. Note that you can call an animal while 
aiming at it Doing so just before you release your arrow can help you 
to land a clean shot when the animal raises its head to look in your 
direction, 


There are specialized types of arrows that can prove extremely helpful 
when hunting. Of particular interest are small game arrows (to obtain 
better quality pelts from small prey} and poison arrows (an efficient way 
to take down big animals quickly). 


* HUNTING ACCESSORIES * 


There are items that you can craft or purchase to help you while 
hunting: 


* Bait will attract wild animals, with predators and herbivores 
responding to different varieties. You can drop it on the ground, then 
hide nearby: it may take a few minutes for the appropriate creature 
to take notice. You can also use fresh carcasses to lure certain 
camivores. 


# Cover scents can make it harder for animals to detect your presence, 
making it easier to sneak closer and catch your prey unawares. 
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FISHING 


Fishing is an engrossing activity with multiple layers of complexity to take into account, rom the equipment you use to the habitat of the species 


you're aiming to catch. We cover this topic in a dedicated section of this. 
brief introduction wil help 


« BASICS « 


There are many places in the world of Bed Dead Redemption 2 where 
you can fish. Equip your fishing rod from the item wheel, then select a 
bait appropriate for the species you intend to catch. 


FISHING CONTROLS 
conan EE 
| wa Hold to display ho Asing we 

5/0 After caching a fih, press to quik-equip bat | 
NE} Hold zo gp rod eS 
| @ aah 

© | wan A/B hed. moverod | 

| ) Route clocks to rel in, 


Hold 2/1 to geta firm grip on the rod, then hold and release F/T to 
cast out. When you get a firm bite, the fishing rod will be pulled downwards; 
quickly press @2/ GH to attempt to hook the fish before it can swim away. 


Each species approaches the bait differenti. Some species nibble 
cautiously before they take a fim bite; others are more confident and 
will repeatedly take firm bites. Predators can grab the bait suddenly and 
without warning, so be ready to react at all times. When a fish makes a 
meaningful meal of the bai, the bobber gets pulled under the water this 
is your cue to stik. 


When a hooked fish is struggling. it will aggressively try to escape. 
Your goal here is to control it by pulling the rod left or right in the 
opposite direction to the movement of the fish. This will gradually tre 
your potential catch. making t struggle less. Whenever you notice this, 
make the most of that window af opportunity to reel in as much fishing 
line as you can before the fish resumes its fight 


book — see page 163. To get you started immediately, though, the following 


Whenever you reel in and unhook a fish, you can either keep it to eat or sell, 
or release it back into the water to gain honor if it's still alive. Smaller fish are 
stored in your satchel while larger specimens can be stowed on your horse 


* BAITS & LURES « 


Food bait (such as bread) and natural bait (such as worms) are cheap 
and readily available. That said, you will lose them each time a fish bites 
— whether it escapes or you catch it. This means that you will regularly 
need to rebait your hook. 


Artificial lures are more expensive than bait, but they can be used more 
than once. There are different lures that are suited to attracting river, lake, 
and swamp-dweling species. After casting out using a ure, keep reeling 
it in slowly to make it look like a little swimming fish or insect; a stationary 
lure will not attract any fish, This makes le fishing harder, but it is the 
only way t atwact larger catches. 


* FISHING TIPS « 


Environmental conditions play a decisive role when fishing: 


* As a general rule fish are less likely to see your bait in poor weather, so 
it makes more sense ta attend to other business until the sky is clear. 


% Larger fish and rarer species can only be caught using special ures. 
These can be purchased in stores, most notably the Bait and Tackle 
shop in the Bayou. 


There are prime fishing spots in the wilderness where larger (and even 
legendary) species can be found. We reveal their positions and all 
relevant details on page 164. 
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CRAFTING 


Aed Dead Redemption 2 features a massive range of items and | 


weapons that you can use for all sorts of purposes. This guide offers 
vou dedicated reference chapters for both categories: see pages 300 
and 280 respectively 


This section acts as a simple introduction, giving a general description 


of the types of objects that you will be collecting and using during the 
opening hours of the story 


* ITEMS * 


& Provisions are consumables that you can eat, drink or smoke to, 
replenish one or more of your attribute cores, sometimes at the cost 
of others 


& Tonies are remedies that restore one of your main attribute meters. 
They also usually grant you the “fortified” status effect. which 
‘artiicially extends the meter in question for à set duration 


% Ingredients oro plants and meat products that can be used for 
cooking 


* Materials are animal spoils required for crafting 


* Kit items are unique tools with gameplay applications, such as 
the binoculars that enable you to see over long distances, or the 
bandana that you can wear to prevent witnesses from identitying 
you. 


* Valuables are precious goods that can be sold or crafted into other 
items, 


# Documents include the numerous letters, pamphlets, maps, 
and many other items that you will accumulate throughout your 
adventure. 


* Horse cargo corresponds to bodies and pelts stowed on your mount. 


* WEAPONS * 


# Pistols are compact frearms that are not as powerful as revolvers 
but can hold more ammunition. They can also be reloaded quickly. 


# Revolvers are six-chambered sidearms that offer greater damage 
and accuracy than pistols, but slower reload times. 


& Rifles are ranged longarms that offer great accuracy and power, but 
|__ usually have a low rate of re 


# Repeaters provide a superior rate of fre and ammunition capacity to, 
rifles, but lower accuracy and damage 


% Sniper rifles grant excellent damage and precision over long 
distances. 


* Shotguns shoot a batch of buckshot. They are effective only when 
à fight is practically toe-to-toe, though they are peerless when it 
comes to clearing à room or holding a narrow choke point. They are 
even more impactful with slug ammunition. 


# The bow is a silent and accurate weapon. ideal for stealth kils and 
hunting. Various kinds of arrows can be crafted and used lor specific 
benefits. 


# Melee weapons are perfect for brawls and situations where it's not 
possible to carry a gun. You can fight with your fists, various knives, 
and even hatchets and swords. 


# Throwables such as throwing knives and tomahawks are an 
altemative to the bow if you need to eliminate à target quietly 
If stealth is nat required, volaile area-of-effect weapons such as 
fire bottles and dynamite can decimate groups of enemies in close 
proamity. 


& The lasso enables you to rope certain animals and to immobilize 
enemies, This comes in very handy when you're moving in to capture 
a target that is wanted alive. Once you've temporarily incapacitated 
someone with a lasso, keep C2/ IJ held as you approach them and 
then press ©/® to hogtie them. The hogtied individual can then 
be looted, picked up, carried, and placed on your horse. Lassoed 
targets will break free after a short time if you fail to hogtie them 
Likewise, hogtied individuals may escape their bonds after à while if 
left unattended for too long 


_ WEAPON MAINTENANCE 


Weapons require regular maintenance to perform 


Taking care of them will enable you to negate ar 
due to wear a Ô art 
it with gun oil — an ite e from gunsmiths 
vely. you can pay a gunsr 


your weapons for you. 


ORN 


* CRAFTING * 


+ AMMUNITION * 


There are many types of ammunition. Some of these possess special 
properties that can help in specifie circumstances. 


# High velocity cartridges increase range and penetration through 
enemies 

# Split point cartridges cause increased damage on impact. 

* Express and explosive cartridges maximize your damage output 


* Small game arrows enable you to acquire better quality pelts 
when hunting small animals 


Poison arrows are perfect to take down big animals quickly 
* Fire arrows and dynamite arrows offer increased damage 
potential over à wide radius. 


You can change the ammunition type currently in use via the weapon 
wheel: use € while selecting a weapon to browse through the 
varieties you have to hand 


Ammunition can be obtained in multiple ways: 


& Looted from dead enemies 
* Found as a collectible. 
* Bought from gunsmiths or general stores. 


* You can also create ammunition via crafting. 


GEE 


* LOADOUT « 


You can only carry a set number of weapons at a time. When you 
require specific equipment to complete an objective, move close to 
your horse's saddle and hold CD/@ to display the wheel menu, 
where you can move through tabs with @D/ GER. As you gradually 
acquire multiple weapons within the same categories, tilt ® in the 
appropriate direction and tap C2/D or R2/G to cycle through the 
available choices. 


The weapons you select will be the ones you will be taking with you | 


when you move away from your horse. Choosing the right loadout 
is vitally important prior to certain missions that might require 
specialized tools — such as shotguns for crowd control, the bow to 
perform silent kilts, or sniper rifles for long-distance eliminations. 


You can craft certain items on the go using the crafting tools in your 
‘tem wheel, but you have access to a wider selection when you are at. 
your camp or a campfie in the wildemess. Crafting is accomplished by 
using ingredients. These range from herbs and animal parts that you 
acquire in the wildemess, to items that you purchase in towns. Certain 
shops also offer crafting services to upgrade your gear — but only if you 
provide the required materials to the shopkeeper. 


Among the many items that you can craft are meals, health cures and 
tonics for both yourself and your horse, improved ammunition, and 
equipment. 


* OUTFITS * 


When you encounter harsh weather conditions, 's important to select 
the right outfit If you fail to do so, being too hot or too cold will drain 
your attribute cores very quickly. You can change your clothes at a 
camp, in a rented room, a tailor’'s shop, or while near or on your horse. 


When you are poised to commit crimes, you can also equip à mask or 
bandana from the tem wheel to hide your face. This will make it more 
difficult for witnesses to identify you — and, by extension. impede the 
ability of lawmen to mark you as an outlaw. There are also certain 
areas where you may need to wear the correct outfit to avoid being 
recognized. 


New clothes can be purchased at various shops or obtained as 


rewards, and you can also change your hair and facial hair at a 
barber's shop or at your camp. 


* WHEEL MENU * 


You can display the wheel menu at any time by holding CD/@, and 
then move through tabs with @D/ 


* The weapon wheel enables you to switch weapons and 
ammunition as you see fit 

# The item wheel gives you access to your consumables and special 
items that will be of use to your character 

% The horse wheel, which is only available when in close proximity 
to your mount, features the items required to take care of your 
horse —as well as your alternative clothes and headwear. 


Whenever you display the wheel menu, note that the flow of time slows 
down but does not stop completely. If you change your loadout in the 
midst of à shootout, for example, your enemies will continue to fire at, 
vou while youre making your adjustments. Note that this also applies 
to the satchel 


* SATCHEL * 


All the items that you find, such as provisions and materials, are stored 
in your satchel. You can access it by holding > to study or use any of 
the items it contains 


If you bring him the right ingredients, Pearson — the gang’s butcher — 
wal offer to craft special satchels with upgraded capacities. 


* UPGRADES * 


You can purchase equipment upgrades from any gunsmith store, 
enabling you to enjoy bonuses such as increased ammunition capacity 
and slower weapon degradation. 


Though possible only at à later stage of the adventure, completing 
challenges will enable you to acquire reinforced pieces of equipment. 
that provide superior boons. 
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MISSIONS 


This chapter details every last step you'll need to take to complete the Hed Dead Redemplion 2 
storyline, while also highlighting other opportunities that yon may wish to explore as and when 
they become available. 


Our coverage for each story chapter begins with a flowchart that reveals the exact availability 

conditions of all missions, as well as optional tasks and feature unlocks. If yon wish to progress 

in the game wilh minimal assistance, these diagrams will help you to plan ahead without spoiling 
major gameplay or plot developments. 


If yon need additional qnidance, each Hlowchart is followed by traditional mission walkthroughs 
that will help yon overcome all obstacles on the way. These also include optional mission goals 
What yon can complete to obtain the best possible medals (see overleaf). 


Most gameplay features are introdaced gradually as you play through the opening hours of the 

story, wilk tutorials and onsereen prompls providing useful explanations. If you would like a 

more complete presentation of Red Dead Redemption 2’s key systems to get the best possible 
start, we encourage yon to read the Primer chapter: see page 6. 


MISSIONS 


If 


‘The charismatic leader of the Van der 
Linde gang, Dutch is radically opposed. 
to government control. He values 
individual iberties above all else 
and dreams of living an independent 
existence, approprlating wealth from, 
others and answering to no authority 
He is reluctantly starting to realize 
that the way of life he holds dear 
is fast becoming an unrealistic 
proposition, 


THE STORS 50 FAR 


The Van der Linde gang have fled from Blackwater into the Grizzly Mountains after a failed 
robbery. Caught by surprise by a late spring storm, they are desperately looking for shelter 


to lick their wounds. 


This section briefly introduces the principal characters in Red Dead Redemption 2. You may 


wish to watch the story’s opening cutscene before you read any further. 


ARTHUR MORGAN 


Dutch's trusted right arm and the 
story protagonist. Arthur has been 
a member of the gang since he 
was a young boy, when he was 
saved by Dutch — and has followed 
him ever since. His loyalty to the 
vang leader has been unwavering 
In this tme, though the recent 
events at Blackwater have clearly 
troubled him. 


HOSEA MATTHEWS 


Hosea is both the most senior 
member of the gang and Dutch's 
oldest friend. Intelligent and level- 
headed, Hosea regularly advises 
Dutch and is valued for his wisdom. 
As much as he shares similar 
Ideals, he appears to be much more 
pragmatie In his understanding of 
what lies in store for the gang. 


JAVIER ESCUELLA 


A notorlous bounty hunter and Mexican revolutionary from Nuevo 
Paraiso, Javier was forced to flee his country. He joined the gang 
four years ago and feels a strong aftinity with Dutch's ideals. Very 
committed, passionate and loyal, he will stick by his leader through 


thick and thin. 


ABIGAIL ROBERTS 


Abigail is John's romantic partner 
and the watchful mother of Jack 
An orphan who worked as a 
prostitute from a very young age, 
she was introduced to the gang 
by Uncle five years ago. 


BILL WILLIAMSON 


Bill is an ex-cavalry soldier who 
was dishonorably discharged 
trom the army. He then turned 
to a life of violence, drinking. 
Intimidation and murder. He 
met Dutch five years ago and 
has been a member of his gang 
ever since. Easily angered and 
not the brightest of the band, 
he will do anything for Dutch. 


JOHN MARSTON 


John has been Dutch's protégé 
since he was 12. He is now at 
a personal crossroads in his life. 
Husband in all but lawful status 
to Abigail, and the father of Jack, 
he isn't always clear about where 
his priorities le. John was badly 
wounded during the Blackwater 
events that occur just prior to the 
beginning of the story. 


MICAH BELL 


Micah has only been with the gang 
for about five months. A vindictive 
Individual. he always seems to 
approve of Dutch's decisions. 


EINER 


Not exactly the most productive 
gang member, Uncle is a whore- 
monger and drunkard who is 
always around when the whiskey 
Is open. 


_ PINKERTONS 


A detective agency established 
by Allan Pinkerton, the Pinkertons 
are private agents hired by the 
US government to track western 
outlaws such as those from the 
Van der Linde gang. Well organized 
and heavily armed, their goal is to 
put an end to the very lifestyle and 
ideals pursued by Dutch 
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MISSIONS 


THE STORY 
SO FAR 


RED DEAD 
CHAPTER STRUCTURE CHAPTER 1: COLTER 


Red Dead Redemption 2's main storyline is divided into chapters. Each _You might notice that a handful of “stranger missions”, which are 
- OUTLAWS FROM Zeh 
in-game chapter features a number of missions that are unlocked in __ technically optional, are covered here rather than in the Exploration 


PRIMER, 


THE WEST 
a particular order, and sometimes under specific conditions. A new __ chapter dedicated to such events and opportunities. This is because (page 32) ATLAS 
mission, for example, might become available only one in-game hour _ these specific stories are connected to the main plot, and are time. ud WEAPONS 
after you complete another. sensitive; should you fail to complete them before you reach particular ze 
story milestones, you will miss them altogether. 
EXTRAS 


Our coverage of every story chapter begins with a large diagram, 

ge jy story chapter beg ge diag ENTER, PURSUED BY A 
such as the one you can see on the page to your right. This offers a__The pages that follow each diagram feature walkthroughs for every MEMORY INDEX 
convenient and comprehensive overview of all available missions individual mission that is part of the chapter in question. Should you 
well as how they are connected struggle with a particular scene, or need assistance to secure the best 


(page 33) 


rewards, this is where you will find step-by-step guidance. Each mission THE STORY. 
These diagrams also reveal key features that are unlocked as you walkthrough includes a map annotated with numbers. These same So FAR 
progress in the main storyline —such as optional activities, mini-games, _ numbers are used as paragraph headings in the text, which should help , 
interactions with special characters, and even details such as the __you to find your bearings instantly. 
availability of weapons in gun stores. Each entry comes with à page É 
reference that will lead you straight to the appropriate section of this THE AFTERMATH OLD FRIENDS CHAPTER 2 
(wide if you require mare information (D) OrGENESIS (B) ceren a 
page 35) (page 34) nrd 
CHAPTER 5 
CHAPTER 6 
CHALLENGES AND Eerde) 
Master Hunter (page 173) haf 
à EPILOGUE 2 
WHO THE HELL IS 
LEVITICUS CORNWALL? 
a (page 36) 
EASTWARD BOUND ee 
* 
+ 


CHAPTER 2 


Most main story missions in Aed Dead Redemption 2 have hidden medal __ Though we cover these optional objectives throughout the chapter, we ne en 
goals that are not revealed by the game during your initial playthrough. you to read the following advice before you go any further: If you are an jonist, it's important to bear in mind that a handful of Trophies and Achievements can only be unlocked if you attend. 
If your primary task is to rob a bank, for instance, a set of optional goals to certain tasks at specific points in the storyline. These are documented in the following table. 
might require you to do so within a specific time ile maintaining plain in the Primer chapter. we wholeheartediy 
a high level of accuracy during shaotouts, recommend that you play at your own pace instead of attempting to TIME-SENSITIVE TROPHIES / ACHIEVEMENTS 
complete all medal goals on a first playthrough. They are far easier = = - 5 
The medal you receive upon m n how many to secure via later replays when you are familiar with each mission TCON | TROPHY/ACHIEVEMENT | REQUIREMENT 
optionsl goes vou have fulfile If you are aspiring to reach what the game defines as total plet n activity in each page 146 for a complete n of al companion 
completion, note that it is not neces chou sl medal goals Friends with Benefits glen MG ties. Every time the Van der Linde gang relacates during 
MEDAL AWARD RULES wnd bels A tho cours af Be sony, be sure lo compie bne af tha 
You can replay missions to try your hand at the medal gé En TS sidie. nn 
9 DE glee fe item roquasts lar eon | Saa page 145 fora falso posi tom roguasts, Mosto 
the Progress >» Stary option in the pause menu. The best time to eed gang mer these are available from Chapter 2 to Chapter 4 


u complete à mission with all optional do this, we would suggest, is after you reach the end of the main 
vals fulfilled storyline Breaking and Entering 


Recover tho stash (rom four 0 home robberis are úme-sensitive You can Find a complete 
homesteac overview on page 182. 
‘Awarded if you complete à mission with at least half 


of the optional gaas fuliled ed 


Give to the Poor Donate $250 ng's thing box 


ded if you complete a mission with less than 


ures à number of missions 
bs fulfile 


Lending a Hand al nor missi a We cover al of these as: 
ir availability conditions in the pages that follow. 
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REDEMPTEEN. 


* OUTLAWS FROM THE WEST * * ENTER, PURSIED BY A MEMORY « 


E PRIMER 
5 
an HE After the opening cutscene, hold 59/@ and ult © as required Follow Javier on horseback until you automatically get down [ EKPLORATIDN 
to keep up with Dutch. Take note of onscreen instructions as they from your horse 
oen ATLAS 
Approach the saddle and open the wheel menu by holding | wearons 
C/O: tit @ upward to select sidearms, then simultaneously | rews 
press C2/B or R2/U to select the sawed-off shotgun. Release 
Ti) / wo eauip the weapon. zus 
INDEX 
Follow Javier on foot, crouching with ©/sir when the button 
prompt appears. After you trigger a cutscene, walk up the hi 
THE STORY 
so FAR 
e Pand 
Ln | STRUCTURE 
5 | Eer 8 
Medar | * Teke no damage during the shootout Medal | * Finish with at least 80% accuracy | a CHAPTER 2 
is Loot six or more items from Adler Ranch | Goals | # Kill all the wolves without taking any damage Í ' CHAPTER 3 
joals Á | If 
Finish with at least 80% accuracy When you reach the homestead, hitch your horse by holding @/O, D CHAPTER 4 
Avoiding damage can be tough, especially during 
then follow Dutch on foot. Take cover in the shed on your left ((&D/ EEn) 
The main challenge here is to take no damage the first encounter. Try to take out at least one | CHAPTERS 
during the shootout. Stay in cover until CED If from ad t down the hill 1 
cies uring the shootout. Stay in cover walf rom a distance as they run down the il. It_ | Er: 
opportunities arise to quickly pop out and eliminate Notes |__ might also help to stay close to Javier, despite his || 
one target at a time, complaints: the wolves will prioritize him, leaving EPILOGUE } 
nn en ms n you with more time to target them. Be quick, me 8 | ernocuez 
hough, as Javier will not survive many bite: 
th ek ek When you are attacked by wolves, draw them to you with @/ and 


open fire as soon as they are within range; note how the retiee turns 
red. Ideally you should aim for the head, but their movement speed 
makes this difficult. Focus on one at a time by holding C2/D and 
shoot until it falls. Be ready to dive sideways with @/@ whenever 
they attack you. 


After looking in the direction of Micah (@), equip your revolver: hol 
Ti), and tilt ® upward, then release. You now need to protect 
Dutch by eliminating the men that are threatening him. Hold C2/5 
to aim your weapon at one of them, adjust the reticle on your target 
with @, hen open fre with G/L Stay in cover and pick off enemies 
until the coast is clear. Note that one of them will appear on the upper 
level, and another from the outhouse on your left, requiring you to aim 
accordingly. You can safely ignore the O'Driscol that runs away; kling 
him would only lower yaur honor. 


the end of Chapter 1, you 


mn ady make à habit of collecting resources whenever you As you ride back toward the camp, more wolves will attack you. Open 
encounter them during your travels. Even if you don't need fie as they surround Javier and John; once again, aim for the head if 
jerything that you gt you can still profit by possible for quicker takedowns. The rest of the ride should pass without 
lling surplus items — and therefore bankrol other things that incident 
Follow Dutch into the house and hold @/® to pick up all will benefit you. 
avaitable collectibles, including those found inside furniture and | 
upstairs. Hold € when the onscreen prompt appears to open your Crafting is achieved by using ingredients such as herbs and 
satchel and eat some of our provisions (such as baked beans). This will animal parts th and items 
restore à portion of your health core, increasing your health recovery that you pur in towns. Certain shops alsa offer crafting 


rate — see page 16 for more details on this topic. services that enable you to u ur gear if you deliver the 
| quisite materials to the shopkex 

Back outside, walk to the nearby bam and open the door with 
@/O. Head inside, then press @/O repeatedly to subdue an read an introduction to the crafting system on page 24 
| your opponent. Hold C2/B and follow the onscreen instructions to the Primer ï 
interrogate him once he's down, before picking up your weapon and 
hat. After you have dealt with the O'Driscoll, hold C2/B to focus on 
the horse in the barn then slowly approach while calming it with 
D/. Lead it with DIO, hitch it on a post, then enter the cabin 
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* OLD FRIENDS «* 


Get 15 headshots 
Catch and hogtie Kieran in under 45 seconds 
Complete the mission in under 15 minutes 30 
seconds 

Kill three O'Driscalls in the same Dead Eye use 
Complete the mission without using any health 
items 


Medal 
Goals 


These objectives are not complicated, but they 

do call upon skils that require à fair amount of 

practice. To kill three enemies in the same Dead 
Notes Eye instance, you need to “tag” them by moving 

the aiming reticle to their heads; once all three 

have been marked, tap F2 /@ to fire at the targets 

in rapid succession. 


Head to the marker at the Colt 
then follow Dutch, 


camp to initiate this mission 


When you are instructed to retrieve the repeater from your horse, 

move to the saddle and hold C1/@B when in close proximity 
Like before, tilt ® in the relevant direction (here, to the left for longarm 
shoulder weapons) to select your loadout, then release (L)/E. When 
you own multiple weapons within one category, use C2/B and 
RO/U to cycle through them. For this mission, we suggest you take 
he carbine repeater and the cattleman revolver. As à rule, it's always 
wise to review your loadout whenever you expect intense batiles to 
oecur. Having the right weapons with you will often make your life 
significantly easier. 


Follow Dutch until he asks you to crouch (®, then get in 
cover (G1)/GED) near him. During the conversation, hold C2/B 
and choose to take the lead with @/@. This wilt give you ful control 
over haw and when you choose to initiate hostlties. Carefully adjust 
your aim to take down the first enemy with a clean headshot [ 


This battle involves multiple alies and enemies. Move from one 
cover position to the next with due caution, regularly reloading 
with @/© when you are safe. Keep track of where the 0 Driscoll are 


located on your radar: their positions are marked with red dats, or red 
segments that indicate their approximate location when they are out 
radar range. Pay attention to elevated vantage points, such as the water 
tower: these are prime positions for enemies to appear. Be careful not 
to overlook them 


After the initial assault, loot the bodies of some of your victims 

A second wave of O'Driscolts will soon attack from the forest 
this serves as a formal introduction to the Dead Eye feature. Activate it 
with @yër while aiming your weapon to trigger a slow-motion effect 
that makes it much easier to target and dispatch your foes. While the 
ability is active, you automatically “tag” enemies when you move the 
reticle over them. Press 2/G to fire at all marked enemies in quick 
succession. Bear in mind that marking their heads guarantees a clean 
Kil. Dutch will soon ask you how to proceed next. We suggest you 
choose to defend, as it will give you the advantage of superior cover 
points during the next stage ofthe batte. During this entire section, ry 
to stay close to your alies: keeping them alive is a mandatory 
requirement 


Feel free to loot the bodies to top up your ammunition. There are 
also a handful of items to pick up in the camp. Once you're done, 
head to the area marked in yellow on your map and radar to find more 
items to retrieve and, more importantly, dynamite in the large red crate. 


Follow Dutch during the ride back to camp, then start chasing the man 
as soon as Dutch asks you to, During your approach, select the lasso in 
the weapon wheel; you need to take him back alive. Once you are close 
enough, aim at the O'Driscoll by holding C2/1 and throw the lasso 
with R/W. Keep C2/1 held at all times, even when your target falls 
to the ground, then dismount and walk to him. Press @/@ at close 
range to hogtie him, rendering the man completely harmless. Pick him 
up and stow him on your horse, then head back to camp and carry your 
prisoner to the highlighted area to complete the mission 


3 354 


RED DEAD 
REDEMPTIEN. 


® * THE AFTERMATH OF GENESIS «* 


Kill each deer with one arrow | 
Do not spook either deer | 
Get a clean kil an the second deer 


As long as you crouch-walk at all times, remain out 
Notes |__of sight, and secure headshots on the first attempt 
you should complete all of these objectives. 


You will trigger this mission by greeting Pearson at camp: hold 
C2/ while next to him, then press @/O. 


Follow Charles until you automatically dismount. Retrieve your 
bow from your horse's saddle before you begin the search for 
deer in the vicinity 


There are deer tracks in front of Charles. Crouch-walk as you follow 
them to make as little noise as possible If you struggle to identity them, 
press ©/ and @/dP simultaneously: this will activate Eagle Eye, 
which heightens your instincts. In Eagle Eye mode, points of interest 


such as animal tracks are highlighted. You can even choose to “lock’ 
these tracks with @D/EB to keep them visible for a time after you 
disable Eagle Eye, 


When you spat the first deer, equip your bow and aim at the animal by 
holding C@/1B. Press and hold R2/G to draw the string until it is taut 
(pay attention to the sounds) to increase power, but be sure to release 
the arrow before your stamina is depleted. Aim to hit the deer's head or 
neck ta secure a clean kill. Such “perfect” kills lead to hunting spoils of 
optimal condition — and, therefore, greater value, 


The second deer is on the other side of the river. Activate Eagle Eye 
again to locate its tracks, then slay it in the same fashion 


Pick up either of the carcasses by holding @/, then press © 

to whistle your horse. The range of this cal is initially limited, but 
will improve over time as the bond with a steed grows (see page 18 for 
details). Stow the deer on the back of your horse before riding back to 
‘camp with Charles. 


Drop the carcass in Pearson’s kitchen, then hold @/D to skin 
the animal and complete the mission 
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EPILOGUE 2 


* WHO THE HELL IS LEVITICUS CORNWALL? * 


Save Lenny when he is hanging from the train 
I After stopping the train, take out the guards within || 
| ‘one minute 30 seconds, 
| 


Medal 
Take no damage during the shootout 
Goals 
Get ten headshots 
Complete the mission without using any health 
items 
These requirements are all about accuracy and 
efficiency. The key scene is the shootout that 
occurs after you stop the train. Make sure you 
Notes hade L 


remain in cover at all times, moving to secure 
quick individual kilis when nobody is fring at you. 
Mastery of headshots is a real boon here. 


Follow Dutch as he explains the plan. 


When you reach the robbery site, ide down toward the water tower 
to check on Bill. After your brief conversation, pick up the spool by 
holding @/@9, then walk to the nearby detonator to connect it with 
@/@. Once you're dane, ride back up to Dutch on the clif above the 
tunnel. Don't forget to select your loadaut before the robbery begins. 
The cattleman revolver and carbine repeater are excellent choices here. 
You should also take the time to conceal your face with a bandana: hold 
C/8 to display the wheel menu, then switch to the item wheel with 
(D/E, tilt ® toward the bottom-left, then release LD/G 


Once the train arrives, sprint to the overhang and jump on the train 
Move to the side and hold @/ to grab Lenny, Tap /@ repeatedy 
to pull him up. 


Head toward the front of the train. After Lenny incapacitates the 

first guard, you can ask him to eliminate the second one, or do so 
yourself. Crouch-walking to him to perform a silent melee takedown is 
an option, though a headshot with any weapon works just as well. You 
will need to get rid of a few more men as you progress. Be sure to take 
cover if you're not confident that you can eliminate them swiftly. 


When an enemy grapples with you at the front of the train, press 

©/© repeatedly to break free and knock him down. You should 
then head to the front of the engine car and press ®/ to pull the 
brakes 


As soon as the train stops, take cover behind the nearby rock and 

pick off the enemies one after the other. They will soon be joined 
by a second wave coming from the back of the train. Carefully move 
towards them from one cover point to the next until the last adversary 
falls 


After you are joined by the rest of the gang, walk to Bill to take some 
dynamite and place it on the carriage door with R2/GL. Light the 
fuse with ©/ then retreat to a suitable distance before it explodes. 
Get on the train and search the carriage thoroughly to obtain various 
collectibles. Your main objective is the lock box in the cabinet at the 
back of the carriage; hold ®/@ to open it and retrieve the bonds 
inside. Back outside, deal with the guards as you see fit. If you decide 
to get them back on the train rather than kill them, make your way to 
the engine car. Note that you are free to loot all the bodies and search 
the carriages to secure more collectibles. Start the train with @/ to 
complete the mission 
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* EASTWARD BOUND * 


av, 


TE 


Pick up Javier when you enter Horseshoe 
Overlook 
Complete the mission within six minutes 


Javier await just before the camp's entrance, your 
Notes final destination. Stop the wagon close to him to 
pick him up. 


Follow the rest of the caravan until a cutscene is triggered. 


Pick up the broken wheel by tilting @ forward and roll it back 
toward the wagon. Bash it a few times with 69/@ ta put it back 


into place. 


Get into the driving seat with @. The rest of the journey to 
Horseshoe Overlook should be entirely uneventful. Don't forget to pick 
up Javier just before you reach your destination 
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WITHOUT SIN 
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Any one mission complete 
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THE SPINES OF 
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(page 49) 


BOUNTY HUNTING 
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CHAPTER 3 


CHAPTER 4 
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Chapter 6! 
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(page 41) (page 43) 


EPILOGUE | 
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The Smell of the Grease Table Games (page 220) Gunsmith (page 286) A QUIET TIME (page ACTIVITIES 
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BOUNTY HUNTING 
* Joshua Brown (page 184) 


After 12 in-game hours 


W only one mission open 
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0) * POLITE SOCIETY, VALENTINE STYLE « 


| 


Medal | # Return the lost wagon horse to its owner 
Goals Find Karen in under 45 seconds 


These requirements are entiely straightforward. || 
Notes |__ Head straight for room 28 upstairs once you enter 
the hotel to find Karen within the allotted time, 


Speak to Uncle at the edge of the camp to trigger this mission, then 
follow the waypoint as yau ride toward Valentine. Note that you can 
help the coach driver to get his horse back if you wish. This optional 


| objective serves as à refresher course on how to calm horses: approach 
while focusing on it by holding C2/ B, then press @/@9 nul you can 
lead it back to its owner (@/O). 


Once in Valentine, follow Uncle and the various onscreen 
markers and objectives until a stranger assaults Tilly. Walk over 
|_and intervene to rescue her. 


Next, head inside the hotel and make your way to room 28 upstairs. Kick 
the door, knock out the man inside with melee attacks (©/@), then 
follow Karen back outside 


As soon as the man who recognizes you starts to fee, borrow à 

nearby horse and chase him. Tap 69/@ repeatediy to gallop at 
maximum speed; remember that timing your presses to match the 
rhythm of your horse’s hooves will enable you to avoid stamina loss. f 
| you lose sight of your target, a red segment on the outer rim of your 
radar will indicate his general whereabouts. 


The man will eventually fall from hìs mount and end up hanging 

from a cliff. You are free to either save him or let him die. Both 
outcomes end the mission, though your decision will lead to à gain or 
decrease in honor (see page 19 for details). Note that you can then 
retum the borrowed horse to its owner in Valentine for an honor gain. 


RED DEAD 
REDEMPTIEN. 


The “Americans at Rest” mission introduces two new moves that 
vou can use during brav 
« Press @/ to block incoming assaults. This is an essential 
skill that you will need to employ when you face skilled or 
resilient foes who are more likely to counter your blows. In 
such situations, avoid taking the initiative: most of the time 
your opponent will deflect your ab or, worse, punish you with 
@ counter. Instead, let him attack you and, before his blow 
lands, block: this will briefly leave him exposed to a couple 
ia Il wee ta Eet of quick paden Papen ie en nd 
Goals | * Defeat Tommy within one minute 30 seconds Venten bi 
Ë 5 C2/DD held and © tilted in a direction) with the right timing 
Motos | Folow the advice detailed in the acconpanying enables you to dodge a blow: you can then counterattack If 
| vakough ppponent is off-balance, 
Meet Javier and Charles at the waypoint in the saloon. Punch 
with ©/@ during the brawl that ensues, but be ready to pay 
attention when new fighting mechanics are introduced (see the nearby 


box-out for details). After taking down your first opponent, you can 
ist your three companions. 


After the brief cutscene, deal with the man restraining you by tapping 
@/@ repeatediy. You now need to rush to help Javier. who is being 
attacked by the giant who walked down the stairs 


This indavidual, Tommy, is à much more dangerous pugilst than those you 
have fought before now. Punching him relentiessy will simply not work, so, 
you need to opt for astute counterattacks: focus on blocking his attacks, 
then swift hit him wath a punch or two when an opening presents itself — 
and repeat. Mash ©/@ to break ree should he manage to grab you. 


« You can grapple enemies with @/@. You then have three 
options: releasing them by pressing @/€, choking them by 
holding @/@. and punching them (repeatedly if you want) 
with ©/©. 
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* WHO IS NOT WITHOUT SIN « 


| 


“TN LATNEC 
ESTATIGI | | 


Win two hands of poker 
Return Swanson to camp within two minutes five 
seconds | 


As long as you sprint on foot and gallop while on 
Notes |__ horseback, the time-sensitive requirement should 
pase no particular difficulty. 


for Reverend Swanson inside the building. If you would like an 
introduction to poker, accept the man's invitation; you can find a 
detailed guide to the game on page 220. 


Back outside, look for the reverend in the highlighted area. You 

can talk to two characters outside the station to get directions. 
Once you've found him, you have to knock out his creditor. Much like 
Tommy in “Americans at Rest”, this is not your average opponent. so 
vou need to adopt defensive tactics. Allow him to attack you first and 
block with @/@. then immediately follow up with a brief flurry of 
punches. 


When the creditor falls, you will notice that a passer-by saw 
your deeds. If you let this witness report your crime, you will 
become wanted and a bounty will be placed on your head. This acts 
as am introduction to the Wanted system (see page 20). For now. all 
vou need to know is that you can stop witnesses before they report 
legal activities, but you will need to give chase immediately. In this 
stance, sprint or gallop after the man and hold C2/B to interact 
with him. Select "Stop Witness” (8/0), then threaten with the 
same button. Alternatively, you can beat him, rob him, or perform a 
warning shot by aiming and tapping © before pressing the trigger. 


Reverend Swanson can be found at the nearby viaduct, and you need 
to act swiftly: sprint to his position and help him to release his foot by 
tilting ® forward and press ®/@ repeatediy. 


After the cutscene, pick up Swanson and stow him on your 

horse. Ride back to camp‚ hitch your mount at the marked 
location, then finally drop the reverend off in his bed to complete the 
mission. 


RED DEAD 
REDEMPTLEN. 


® * THE FIRST SHALL BE LAST * 


Silenty kill the bounty hunters by the river 
with Javier 
Medal | * Shoot the rope to free Sean 
Goals | + Get ten headshots 
Complete the mission without using any 
health items 


The tricky part here is to secure ten headshots. Get 
Notes used to flicking @ every time you lock on to a target 
and this should become less intimidating 


You need to meet Javier just to the north of Blackwater to 

initiate this mission. The entire region is in lockdown, meaning 
that any law enforcement forces will shoot on sight. Stay close to the 
fiver to the north to avoid any potential encounters 


fter the cutscene, mount your horse and head to the 

highlighted area to the north. Follow the boat as it sails down 

the river until it moves close to the shore. Observe the scene with your 
binoculars, then ride with your allies to the riverside. 


Cross the river with Javier. Once Trelamy performs his diversion 
crouch-walk to reach the two guards and — with your knife in hand — 
stealth-kill the one on the left 


Your objective is to move up the canyon, running from one cover point 
to the next and eliminating any foes in range. Look out for snipers, as 
they can be a nuisance; try to eliminate them with clean headshots 
when an opportunity arises 


Apply the same strategy when you storm the enemy camp at the top of 
the canyon: take cover, briefiy hop out and lock on to a target (ideally 
flicking @ at this precise moment to aim for the head), then fire and 
switch back to cover — and repeat. Note that you can shoot the rope 
from which Sean is hanging to rescue him before the battle ends. Cut 
him free when he's on the ground to end the mission. 
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@® * PAYING A SOCIAL CALL * 


Silently kil four O'Driscolts 
Get 12 headshots 

Í Finish with at least 80% accuracy | 
I Complete the mission without using any health 

4 items 

| 


If you eiminate all the lone O'Driscolls on the 
camp perimeter with bow headshots, you then 

Notes |__ only need to carefully and methodically take out 
the remaining ones from cover during the final 
shootout to get a perfect result 


Speak to Kieran, the O'Driscoll tied to a tee at your camp‚ to 

begin this assignment. Follow him and John on horseback until 
you reach the Six Point Cabin hideout. Make sure you take the bow, your 
carbine repeater and your throwing knives with you before you move 
away from your horse. 


Your priority here is to remain incognito, which is easier to 

achieve by taking the lead. Start by crauch-walking towards the 
O'Driscoll who is relieving himself against a tree. Wait until he's done 
talking to his friends, then take hìm down silentiy from behind with 
vour knife in hand. Proceed in the same way with the next two 
enemies: as you stab one, Bill will kill the other simultaneously. There 
is one more lone quard that you can kill in the same manner at the 
bottom of the hill. 


Once at the perimeter of the hideout, your goal is to eliminate all 
O'Driscolls in the area. Though a shootout is a perfectly valid approach. 
you will make your life much easier by eliminating as many foes as you 
can with stealth kills in advance. Close-range assaults are impractical 
here, though, so this is where your bow will come in handy; throwing 
knives are slightly less reliable due to their limited range. You can 
eliminate all lone guards without raising the alarm. They are all 
represented by red dots on your map, making them easy to track 


When the only O'Driscolts remaining are those around the 

campfire, stealth is no longer viable. Choose a suitable cover 
point, draw your carbine repeater, then open hostilties with a clean 
headshot. The rest of the battle should pose no particular problems. 
Head to the cabin when the coast is clear. 


After the cutscene, search the cabin. In addition to the various 

supplies available, there are à few money clips on the table. 
Don't forget to examine the chimney and to pick up the double 
barreled shotgun hung on it. Open the weapon wheel and press 
@/ ár while selecting the newly-acquired shotgun to display the 
maintain menu: you can then press @/ to clean it with gun oi 
Before you leave, note that there are a few additional items to collect 
in the camp outside 


RED DEAD 
REDEMPTLEN. 


PRIMER, 


Note that there are no medal goals for this mission. Speak to 
Strauss at the back of the camp, where he wil ask you to retrieve 

money from debtors. You only need to go after one of them to complete 

the mission, but taking care of all three wil lead to à better payment. 


Mr Wróbel lives in a small house found in the middle of a 

marked area, just west of camp, Confront him, then loot his 
house to settle the debt. Yau can obtain various supplies while there. 
and even steal his horse from the barn outside 


You will find Chick Matthews under a wooden canopy in Guthrie 
Farm, to the west of Emerald Ranch. To identity him, however 


you first need to talk to the man sitting on à nearby uprooted tree 
Matthews uses this opportunity to get away on horseback. Immediately 
gallop after him; as soon as you catch up, stop him as you see fit, 
though we recommend the lasso. This will reward you with a treasure 
map, which you can examine by selecting it in your satchel 
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After viewing the treasure map, head to the waypoint and examine the 


located next to Dutch's tent. This unlocks the ledger, a feature 
that enables you to purchase camp upgrades and to restock supplies. 
Open it and purchase an upgrade of your choosing — such as the 
provisions, for example, which will unlock better food items for you to 
collect. To study the available options, see page 143. 


EPILOGUE 2 


| CHAPTER 1 
| hole in the tree, 
| Id 
Í Lilly Millet sits on a bench by a house at the northern edge of | CHAPTER 3 
Emerald Ranch, to the east of Valentine. Confront her to trigger | cpapren 4 
à fist fight with Cooper. Focus on defensive tacties and counterattacks | 
to knock him out, then laat hìm to retrieve the money. GRARTED 
CHAPTER 6 
Once ready. return to camp and interact with the tithing box | epyLocue : 


* À QUIET TIME « 


‘After speaking to Dutch in his tent to begin this mission, mount 
your horse and head to the Valentine saloon with Lenny. 


Once inside, lean on the bar with ®/Q. The rest of this 

sequences best enjoyed without advance notice of what occurs. 
If by any chance you struggle to locate Lenny in the three instances 
when he disappears, you will find him first on the walkway upstairs, 
then on the bar, and final in the main room 


| fr 

| Try to make amends with an old rival 

||| Medal Á 
Catch Lenny in the act 

Goals 

| Don't get arrested 

| Tommy, the old rival, is sitting at a table in the main 
room while you're looking for Lenny for the fist time, 


while Lenny can be caught in the act in room IA. | 
upstairs when he disappearsfor the third time. Finally. 

| {| Notes | _ run on the left side of the alleyway to escape the law, ij 
| avoiding the wooden barrel before you reach it, then 
8 turn right and jump over the fence. Achieving this 
| 

| 


I 
Ï leads oan altermative ending scene where you wake | 
If up in the wilderness. | 
L I 


@) * EXIT PURSUED BY A BRUISED EGO * 


Track the bear within one minute 30 seconds 
Shoot the bear at least six times 


Complete the mission within 12 minutes | 


Tracking the bear and completing the mission 
Notes |__ quickly is easy when you know where to go in 
advance on a repeat attempt. 


Hosea awaits your arrival at camp. Start by removing your saddle 
from your old horse (hold C2/B and ©), then place it on your 
new one. You can now mount it and follow Hosea to Valentine. 


Take the horse inside the stable and decide what to do with it 

When offered the opportunity to buy a new one, make your 
decision in accordance with the stats and money that you are prepared | 
to spend. A good mount can really make a difference in the vast 
Red Dead Redemption 2 game world, so an upgrade is one of the best 
investments you can make. Back outside, mount up and follow Hosea 
again. | 


When Hosea asks you to hunt a rabbit, draw your bow and take 

down the animal, then setup camp by selecting the corresponding 
entry in the item wheel. Once seated in front of the fire, follow the 
onscreen instructions to cook plain game twice, then go to sleep until 
moming 


After a litie crafting, get back on your horse and follow Hosea. Don't 
forget to take your best weapons from your saddle. Look for clues of the 
legendary animal’s presence by activating Eagle Eye (© + ®/ dr + úr) 
Clues are highlighted by a distinct visual effect; inspect the footprints 
by holding @&/@. Using Eagle Eye again will then reveal the animal's 
tracks, which you can highlight with RD/ GED. Continue to look for new 
elues and follow the trail until you trigger a cutscene. 


Whether you choose to use bait orto split up, you end up facing 

a huge bear. Fire at will during the automatic Dead Eye moment 
Once the coast is clear, check on Hosea to complete th 
feel up to the task, you can now attempt to finish off the bear to defeat 
your first legendary animal (see page 162). 


ission. If you 


Complete the mission within two minutes ten seconds, 


Beat up Downes to conclude the exchange quickly, 
then rush back to camp. 


Search for Thomas Downes in the marked area, just southwest of 

Valentine. You wil find him a short walk from the east of the 
house. Try ta convince him to pay his debts in whichever manner you 
deem appropriate. 


After the cutscene, retum to Strauss back at camp to complete 
the mission 
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@) * BLESSED ARE THE MEEK? « 


PRIMER, 


While escaping, kill all mounted lawmen within 
55 seconds 
Medal | * Get 15 headshots 
Goals | # Finish with at least 70% accuracy 
Complete the mission without using any 
health items 


| 

|__ Read “The Sharpshooter Technique” to improve 

|_veurabity to perfom headshots. Gen the number 
Notes |__ of enemies you face, this is the perfect mission to 
practice this technique until you master it, making it 


easier to complete all four objectives in one go. 


You will find Micah at Strawberry's jail building. Make sure you 
arrive we ped and completely rested, as you wil have to 
survive a major shootout during this mission. 


eq 


A fundamentally 


are using Fed £ 
You can speak to Micah from outside, through the barred window. To Every time 

free him, grab the hook from the nearby steam donkey and attach it to 
the cell window, then return to the device and pull the lever. You can 
altematively use dynamite should you have any at hand, or loot the cell 
key from the lawmen inside the jail 


is positioned on 
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= THE SHARPSHOOTER 


TECHNIQUE 


simple but hard-to-master t 
it passible to align instant headshots on most enemies if you 


ys default aiming scheme. 
0 an adversary. your weapon's reticle 
he target's chest. If you very brief\y tilt @ at 


this very moment to align the reticle over the head and open 
u can kil the foe instant! 


« Hold C2/1 to lock on to your target (reticle on the chest] 


As soon as Micah is out, a fierce battle wil take place on the 
streets of Strawberry. As usual, jump in and out from cover to 
eliminate your enemies effectively. landing as many headshots as 
possible (see “The Sharpshooter Technique”). Whenever you clear an 
area of lawmen, follow Micah and ready yourself for the next wave. 


» Apply a subtle 


« Immediateh 


Once you're back outside the jail building, hop back on your 

horse and follow Micah. Law enforcement forces will likely give of foes in 
chase. Use the same technique as before to take them down quickly 
with headshots. This works just as well on horseback as it does on foot 
Ride away until you are no longer wanted. 


fl 


kon @ (reticle on the head) 
s RZ/ GL to fire (headshot). 


« Release C2/I and you can repeat the maneuver on the - 
next target in th 


vicinity 


With practice, this method will enable you to dispatch groups 
e seconds. Note that 
ammunition types to improve 


uip special 
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* WE LOVED ONCE AND TRUE — ITO III * 


Peacefully convince the Chel 
Jamie 
Return Jamie to Mary within two minutes, 


to let you take 


When returning Jamie to Mary, follow the railroad 
rather than the path suggested on your radar to, 
save time, Having a few horse stimulants can be 

Notes |__ useful to be able to constantly gallop at full speed 
Choose the “positive” answer in both instances 
during your conversation with the Chelonian leader 
by pressing 0/3. 


Head to Arthur's tent and read the letter on the table. 


Next, make your way to Mary's house at the northern edge of 
Valentine, During the cutscene that follows, you are {ree to 
decide whether you wish to help Mary or not. If you accept, you will 
continue with the rest of the mission. Should you refuse, this particular 
story will end here ï 


If you chose to help Mary. you can now ride to the next waypoint 
to the east of Cumberland Forest. Hitch your horse and walk to 
the group of Chelonians by the clf's edge. 


After the cutscene, hop on your horse and galop after Jamie 
This is a rather lang chase, so try to press 69/@ in sync with 
your mount's gallop to avoid stamina loss. 


When you regain control of Arthur after the train cutscene, ightiy hold 
C/ to fl the meter, then press frmly to draw your weapon: this 
triggers an automatic Dead Eye instance in which you have a couple 
of seconds to align a clean shot at Jamie's gun. Make sure the reticle 
is suitably positioned (killing Jamie will result in failure), then press 
GG vo fire 


Finally, head to Valentine's train station. Note that you can 
actually follow the railroad for à more direct ride: it will take you 
straight to your destination. 


Stop Benedict Allbright falling aff the cht 
Medal | * Hogtie Allbright within one minute 15 seconds 
Goals | * Return Albright to the sheriff within one minute 
30 seconds 


Our walkthrough covers al of these requirements 
Note that you can shave a few seconds oft the 
Notes timer on your way back to the sheriff by heading 
directly to his office rather than by staying on the 
main raad. 


Head to the sheriff's office in Valentine to trigger this mission, 

Your objective is to capture à man with a bounty on his head and 
deliver him back to the sheriff. Ride to the location marked on your map, 
which is directly north of Valentine. 


When you reach the gorge, do nat cross the river: instead, ride up the 
ff path that runs alongside it to reach your target, Benedict Albright 
After you confront him, pull him up when he falls from the clff: últ ® 
upward and press 9/@ repeatedhy 
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Loot all items from the Carmody Dell house 
Medal | # Don't get spotted 
Goals Deliver the wagon to Emerald Ranch within one. 
minute 10 seconds 


The night-time scenario (ED) is by far the 
easiest option if you intend to complete all three 
objectives. As long as you crouch-walk during the 
entire burglary, opening all doors gently, you will 
remain undetected. This will leave you plenty of 
time to methodically loat all items in the house. 
Don't neglect to take the food and drink that you 
find. You can leave via the stagecoach at the front 
of the property — the shortest and safest way to get 
to Emerald Ranch and meet the deadline 


Notes 


Speak to Hosea outside Emerald Ranch’s barn, then ride with 
him to the northwest. 


Once you reach the designated area, hitch your horse and hide 
behind the marked rock. From this position, take out your 
binoculars: hold C)/G. press G/ EER to display the item wheel, tilt 
@ to the right. then release (CD/E. Look toward the house through 
the binoculars until a cutscene is triggered. You then have to choose 


between robbing the house during the day (ELD or at night (EE). 


In the daytime scenario, you need to sneak into the house via 

the back door while Hosea causes a distraction at the front 
Your time is limited as his diversion only lasts a couple of minutes, 
but the house is completely empty while you avail yourself of its 
valuables. Just be sure to leave the premises when Hosea begins to 
say goodbye. If you wish to take no chances, all you need to do is 
search the chimney to complete your main objective. However, there 
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As soon as the chase begins, gallop at full speed alongside the 
river to catch up with Allbright. Cross the river at the first 
opportunity and continue the chase on the opposite bank 


You will soon reach an area where the current is weaker, enabling 

you to lasso the fugitive while he's stil in the water. Hold C2/B 
and @/@ whilst on horseback to pull the target in, then dismount 
and walk to him; you can then press @/@ to hogtie hìm. Once he is 
suitably restrained, you can release C2). 


Finally, stow Allright on your horse and return him to the 
sheri's station. The mission ends when you drop him in the cel 


are many additional valuables in the house's three chests (two 
downstairs, and one upstairs), as well as inside various pieces of 
fumiture, Just don't forget to close any door or drawer that you open. 
if you fail to do so, someone will notice the burglary and raise the 
alarm. When ready, quietly go around the back of the house and 
meet Hosea inside the barn 


In the evening scenario, arguably the easiest of the two, you can enter 
the house via the front door — but silence is golden, as you must take 
care to avoid waking the sleeping accupants or leaving any clue of your 
iliit visit. As long as you crouch-walk the whole time and remember to 
leave all uriture as you found t prior to pilfering, though, lite can go 
wrong. After you reach the required haul, Hosea will be waiting for you 
on the stagecoach outside the front door. 


You now need to take the stagecoach back ta your starting point 

at Emerald Ranch to complete the mission. In the daytime 
scenario, it makes sense to make a left U-tum right as you leave the 
barn: this will not expose you to any potential witnesses as you depart 
In the noctumnal scenario, Hosea awaits you aboard the stagecoach 
outside the front door. You are then free to drive straight back to 
Emerald Ranch. 
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D * POURING FORTH OIL I-IV « 


[ 

|| Medal 

| Deliver the wagon to the drop-off within one 
Goals | inute 45 seconds 
(Part II E 


| This is much easier to achieve if you steal the oil 
Notes |__ tank from Comwall Factory Kerosene & Tar (El), as 
this leaves you much closer to the drop-off point 


Kill all the train guards before Sean fires a shot 
Clear the baggage car of loot 


Medal | „ Escape the law within one minute 30 soconds 
Goals | 5 
Get ten kills using Dead Eye 
(Part V)| à 

Complete the mission without using any 
health tems 
The key here is make effective use of the Dead Eye 
“tagging” function: while in Dead Eye mode, mark 
the heads of multiple enemies with D/E before 

ĳ taking them all down at once with @2/G. This 

If Notes | __ method is the best way to kill the train quards before 


| Sean can fire a shot. During the main shootout, brief 
Dead Eye bursts to kil single targets are also great 
to work toward the related requirement. The rest of 
the objectives are a simple matter of efficiency 


After speaking to John at camp, your goal is to steal an oil tank 

required for the train robbery:this part will be skipped if itis the 
only mission available, or should four in-game hours pass while it is 
active. There are two possible locations, both marked by à dedicated 
icon (@ |: a challenging one at Cornwall Kerosene & Tar (EI), and an 
easier one that moves from that same location to Valentine (5) 


This oil tank is located just north of the railway, in the yard enclosed 
by a wooden fence, with multiple guards patroling in the area. Their 
numbers are such that à pure stealth approach is unlikely to succeed. 


|_Instead, stand behind the fence and observe the yard from the northeast 
commer. After à short while, you should notice that the guards” patrols 
leave the oil tank unattended. Use this opportunity to clamber over the 
fence and sneak to the wagon. Jump into the seat and brazenly ride 
it straight out of the courtyard. The sentries posted at the nearby exit 
might fre at you — but it should be too litle, too late. Head south until 
you are outside the red circle to complete your escape. 


This alternative wagon is much easier to steal. Initially located close to 
the other one, à driver eventually arrives to deliver it to Valentine. This 
leaves you free to take possession of the oil tank at any point on the way. 
or to steal it rom its fed position once it reaches its destination. All 
you have to do is take out the driver. Be mindful of potential witnesses. 


Take the oil tank to the waypoint. 
Meet John back at camp. 


After one in-game hour, you can then meet him again at the 
waypoint to the east of camp, then head to the next one to the 
southwest 


Bring the wagon to à halt over the railway tracks. Afterwards, 

head inside the first carriage. Accompany John and rob the 
passengers by holding C2/B, following the onscreen prompts to beat. 
them as required. Repeat this show of force in the second carriage until 
John asks you to go check on Sean 


Head to the baggage car at the far end of the train and keep a close eye 
on Sean. As soon as he is attacked by an enemy, activate Dead Eye to 
take down the aggressor, then immediately pick off the second man on 
the rooftop just above. Note that you can now manually “tag” enemies 
with @D/ ER before fing while in Dead Eye mode. Two additional 
assailants will appear inside: deal with them immediately. Once the 
coast is clear, search the baggage car to retrieve valuables, particularly 
in the chest and cabinets at the far end 
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When lawmen arrive after a brief cutscene, you need to eliminate them 
all from your position on the train. A second wave will soon appear on 
the other side, so stay behind cover. If you feel overwhelmed, get rid 
of at least a few targets instantly with Dead Eye. After dispatching al 
hostiles, mount up and gallop straight to the north until you are clear of 
the search area. If you are fast enough, you will lose any pursuers before 
they have a chance to reach you. If nat, take down those closest to you 
and keep going in the same direction until the mission is complete. 


* AN AMERICAN PASTORAL SCENE * 


the wagon 
Kil ten enemies using Dead Eye 

Complete the mission within five minutes fifty 
seconds 

Complete the mission without using any 
health items, 


Headshot each of the mounted guards protecting | 
| 


Notes 


You can take out mast ofthe mounted guards with _ | 
swift Dead Eye headshots. Try to galop closeto | 
| 


them to make the maneuver a itle easier. 


Head to the marked area just east of Strawberry. You'l find 
Micah by a campfire overlooking the forest. Folow him until the 
stagecoach arrives. 


Before you can rob the stagecoach, you need to eliminate the guards 
surrounding it. As they are all in relatively close proximity, this is à 
perfect opportunity to take them all down with a Dead Eye ambush: 
carefully tag their heads with (RD/ EEM, then open fie to kill them all 
at once. If your Dead Eye gauge is empty, yau'l either need to consume 
à suitable tonic to replenish it, or use standard marksmanship to 
complete the objective 


Once all guards are down, get on the stagecoach. After the 

ambush, methodically pick off each enemy in turn using your 
new weapon, making careful use of cover at all other times. Join Micah 
at the stagecoach and shoat the lock to complete the mission. 


PRIMER 


EXPLORATION 
ATLAS 
WEAPONS 
Ems 
EXTRAS 


INDEX 


THE STORY 
So FAR 


STRUCTURE 
CHAPTER 1 


CHAPTER 3 
CHAPTER 4 
CHAPTER 5 
CHAPTER 6 
EPILOGUE 1 


EPILOGUE 2 


® * À FISHER OF MEN * 


You wil find Abigail in her tent at camp. Speak to her, then to Jack 
before jumping onto your horse and heading to the marked area. 


Once at the riverbank, folow the onscreen instructions to equip 

your fishing rod from the item wheel and the cheese rom the 
bait wheel. Ned, cast out; this works in the some way as aiming and 
firing a weapon. You then need to wait and press @2/GH to hook the 
fish when you feel a bite. As soon as aish attempts to escape, ilt © in 
the opposite direction to where it is moving, then rotate ® clockwise to 
reel it in whenever it tres. Keep alternating between these processes 
until you catch the fish. Before you go for a second fish, quick-equip 
more cheese (or do so via the bait wheel if you prefer). After the 
cutscene, ide back to camp to complete the mission. 


After arriving at the river, catch a fish within one minute 30 
Complete the mission within seven minutes 20 seconds 
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Notes, You should find both objectives easy to complete — even on a first attempt. | 


D * THE SHEEP AND THE GOATS * 


Le 


them off, but be careful not to wound them. The targets can be a little 


Herd all the sheep back to the pen in Valentine hard to identify from such a long distance, so look for the large flock of 
Medal | * Get35 headshots — sheep fist 
Finish with at least 80% accuracy 
Goals 
| Complete the mission without using any 
| health tems I 
| If you struggle to maintain the required accuracy. 
Ĳ make liberal use of Dead Eye to align clean 
ij Notes |} ne 
Ï headshots, consuming tonics to refill the meter 
when necessary 


John awaits your arrival at Valentine, in the auction yard. Follow 
him as you lead your horse to the hitching post 


Enter the gun store and speak to the gunsmith to browse his, 

catalogue. Peruse the Rifles section and flip pages until you | Oncethe ranchers are gone, return to your horse and ride down the hl 
reach the rolling block rifle, which is the one that you need to purchase. Move near the stragglers to return them to the flock, then start herding 
the entire group by moving behind them to make them goin the desired 
direction. During the joumey. be sure to round up any stragglers quickiy 
vou should also take care not to trample sheep. Shout or even shoot. 
Atthe top of the ridge, walk to John's position. From thisvantage | close to them to make them run faster. Your destination is Valentine's 
point, shoot close to the ranchers with your new weapon to scare | auction yard. 


Meet up with John back outside and follow him on horseback. 
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Meet Dutch in the saloon. After the cutscene, you have an opportunity 
to demonstrate your shooting prowess. Hold @2/@ very lightiy to fill 
the meter entrely, then fimly to wigger Dead Eye mode. “Tag” the heads 
of the two men holding your friends hostage as a priority, and any other 
hostiles if you have time; more kills will simplify the ensuing shootout. 


Fight your way through the streets of Valentine, popping in and out 


RED DEAD 
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shot, our tasks to protect him. Use the cart as cover, moving from one 
side to the other in accordance with the position of nearby enemies. As, 
well as those in plain sight, there are foes hidden behind windows and 
positioned at vantage points such as balconies and on top of the stable 
building toward the end, This can be a very taxing battle you struggle, 
consider consuming tonics that both restore Dead Eye and confer the 
foriied status, such as snake oil This will enable you to activate Dead 
Eye multiple times in a row and for extended periods of time. 


Once you reach the end of the street, eliminate anyone who poses an 
obvious threat, then pick up Strauss and put him on John's horse. You 
have one more shootout to survive after this. Start to pick off the fos in 
front of you, but note that the real objective here is to lee. The moment 
vou see an opening, jump onto your horse and gallop away southwards 
Following the railroad is a smart choice. The mission ends when you 
successfully escape the law. 


of cover, and landing as many headshots as you can. After Strauss is | 


D) * A STRANGE KINDNESS * 


Ee 


| | * Ratum the captive to his family within one minute 


| 40 seconds 

|| Medal | * Get five headshots 

|| Goals | # Finish with at east 80% accuracy 
Complete the mission without using any 


ĳ 
ĳ health items 


These objectives are quite straightforward. Activate 
Dead Eye at the very beginning of the ambush to 
set up three headshots instantly; you then only 
need two more to complete the related goal 


Speak to Dutch in his tent, then mount your horse and ride with 
Charles to Dewberry Creek to the southeast, 


Search the marked area, then the nearby camp, looking inside 
both tents and behind the wooden crates 


After the cutscene, maunt your horse and head south. Once you reach 
the camp by the lake, free the captive setter lying on the ground. 
As soon as the ambush begins, eliminate your enemies with a few 
headshots, 


Once the dust settles, cut the setter free and deliver him on 
horseback to his family at Dewberry Creek 
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ORN 


THE STORH 50 FAR 


Paumen 
[ H | F i | E RK 3 bd [ É d M E N 5 Fr 1 IN | Te gang gat run out of Valentine after an altercation with railway magnate, Leviticus Cornwall, who grew tired of having his missions 
Ll trains robbed by outlaws. Afraid that the routes westward were being watched by Pinkerton agents, Dutch and crew moved EXPLORATION 
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* THE NEW SOUTH «* 


Catch and return Anders Anderson to jail within 


Medal |__ five minutes 30 seconds, | 
Goals | # Knack out Anders Anderson without taking a hit 
Catch a fish with Dutch and Hosea | 
+ | 
The one objective that can prove challenging here | 
is wo avoid being hit by Anders Anderson: focus 
Notes |__on blocking his attacks, then swiftly hit him with 


a punch or two when an opening presents itself 
and repeat. | 


Walk to Dutch at the shore. Follow him and Hosea until you run 
into Telawny. 


After the cutscene, gallop toward the train at full speed. You 

need the Anderson boys alive, so keep your weapons holstered at. 
all times, Speed is also of the essence, as you must arrest the fugitives 
before the train is out of the sherif's jurisdiction — which leaves you 
with a bare handful of minutes. Once you catch up, get alongside the 
carriage with the wooden crates and press @/ vo jump vo it 
Repeatedly press ©/@ to break free and get rid of the foe that 
grapples you 


Chase the fugitives until one of them challenges you to a fist 

fight on à rooftop. As usual, alternate between blocking and 
counterattacks to make short work of him. You can then press on and 
engage the second target in the final train carriage in the same manner. 
Pick this opponent up when he falls and stow him on your horse, before 
following Archibald all the way to Rhodes 


Drop Anders Anderson outside the sheriffs office. After a short 
walk. Hosea asks you if you still wish to go fishing. If you accept. 
the mission continues; if you refuse, it ends here. 


If you accepted Hosea's invitation, mount up and follow your 
friends until you reach a boat. Steer it with ® and press %/@ 
in time with the oars entering the water to row more quickly. 


Once at the fishing spot, equip the fishing rod, open the wheel 

menu and select the lake ure. Cast the line as if you were using 
a weapon, then hold C2/B to grip the reel and slowly rotate @ 
clockwise to attract fish. If you feel a bite, press F2 /Q to hook the fish. 
Fight its movements by tilting ® in the opposite direction to where it is 
swimming, then rotate ® clockwise to reel it in whenever it tires. The 
tick is to always stop reeling in whenever the fish resumes its struggle. 


Put away your fishing rod with a quick tap of CD/E when 
you're ready to head back. Row back to camp to complete the 
mission 
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Fend off the Lemoyne Raiders in less than one minute 
Get fve headshots 


pees Finish with at least 85% accuracy | 
Complete the mission without consuming any | 
health tems 
All four objectives here depend on your performance 
|__ during the shootout. If you trigger Dead Eye early 
Notes |__ with several enemies onscreen, you can pick them off 


with headshots in one fell swoop. Feel ree to sprint 


toward the remaining targets to expedit the process. | 


Visit Pearson at camp to initiate this mission. 
Your first task is to drive to the general store in Rhodes. 
After you separate from Sadie, head to the post office. Talk to the 


dlerk at the marked booth to send your letter, then return to the 
wagon and hop on board. 


Don't allow your attention to waver during the journey. Once Sadie 
initiates hostlties, eliminate the mounted enemies with quick headshots. 


Once Sadie pulls over, get to cover and take aut the Lemoyne Raidets 
one by one. They are spread out across the entire area, so look for red 
dots on your radar to locate them. Stay close to Sadie and assist her as 
required to make sure she doesn't die. When the coast is clear, drive 
back to camp with Sadie to complete the mission 
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D) * AMERICAN DISTILLATION * 


Win the race back to camp 
Medal Get 10 headshots 
Goals | * Complete the mission without taking any damage 
Finish with at least 70% accuracy 


ĳ To win the final race, make sure you tap 9/@ in a 
Notes |__ rhythm that matches your mount's gallop to preserve 
stamina, 


This mission begins at the sheriff's office in Rhodes. Get on the 
wagon right outside 


When you reach a crime scene, jump down and follow Archibald 
before you climb back up on the wagon, You can now drive to the 
swamp. 


Once at your destination, follow Archibald again. Your objective 

here is to knock out the moonshiners without being spotted. This 
means you cannot use any weapons and must rely on stealth. The next 
step depends on whether you choose to go left (&I or right (GED. 


If you chose the left-hand path, use the large trees as cover to 
conceal yourself as you approach the first moonshiner. Crouch 
walk t him and take him down while he’s busy with the cart. Cross the 
bridge and proceed in the same fashion to neuwralize the second man 
from behind. Hogtie him, then pick him up and take him to the wagon 


If you chose the right-hand path, crouch-walk in the bushes towards 
the two guards having a conversation. After they split up, sneak over to 
the one that remains by the tree and stun hìm from behind. If you want 
to take care of the second guard yourself, crouch-run behind the two 
trees covered with vines to take him by surprise as he moves toward the 
campsite. Hogtie him and carry him to the wagon while Bill takes care 
af the moonshiner 


Next, select dynamite in the weapon wheel and plant à stick in 
the marked area with @2/G. Ignite it with @/@ to blow up 
the distillery; don’t forget to retreat to a safe distance, 


Run to Bill's position and draw your favorite weapon to help him 

take out the Lemoyne Raiders. This is a massive shootout so 
make sure you don’t rush in. Hide behind cover and eliminate your 
enemies methodically, one at a time, and preferably with clean 
headshots. As you push through the camp, be wary of foes hiding inside 
cabins. If you find yourself in close proximity to one of these, perform a 
melee takedow or shoot from the hip to save time. Return to Dutch 
once all enemies have been neutralized 


Your final task, if you accept it, is to race Dutch back to camp. The 
dynamic path represented on your radar makes navigation simple. To 
ensure you beat your friend, do your utmost to tap /@ at a rhythm 
that stays in time with your mount 's gallop to minimize stamina usage. 
You should also cut corners at every opportunity, particularly when you 
|_notice sharp tums that can be bypassed. Finaly, take care nat to hit a 
|_tee in the final stretch, just before you reach the camp; it will be safer 
to moderate your pace if you have a sufficient lead 
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Medal | * Reach Penelope without getting spotted 
Goals | * Finish within three minutes 


You can complete this set of objectives on a first 


Notes 
attempt if you follow our walkthrough. 


Head to Caliga Hall, east of Rhodes, and talk ta one of the guards 
at the property's entrance. 


Speak to Beau Gray, who is standing outside the wood store. 


Now make your way to the southwest of Rhodes until you reach 
the edge of Braithwaite Manor. 


RED DEAD 
REDEMPTIEN. 


Once you step into the marked area, you will notice à number of guards 
| that appear as red dots on your map and radar. You can easily avoid 
|_these by paying them a wide berth, going around the south side of 
|_the property. Swim through the small cove to reach the gazebo where 
| Penelope awaits. 


| leave the area without being spotted. you can either euace your 
steps through the small cove and head straight south, or steal the boat 
| opposite the gazebo stairs and row west until you are well clear of the 
| red zone. 


PRIMER 
EXPLORATION 
ATLAS 
WEAPON 
1Ems 
EXTRAS 
INDEX 


THE STORY, 
So FAR 


STRUCTURE 
CHAPTER 1 


CHAPTER 2, 


CHAPTER 4 
CHAPTER 5 
CHAPTER 6 
EPILOGUE 1 


EPILOGUE 2 


Medal | 4 rinish within four minutes 15 seconds 
Goals 

The fastest way to complete the mission is to 
Notes |__ ignore the cousins and immediately leave with 


Beau. 


Travel to Beau Gray inside the Caliga Hall stable. After the 
cutscene, mount up and follow him to Rhodes. 


Drive the wagon down Main Street to the bank. 


After the cutscene, walk to the side alley to confront Beau's cousins. 
You can resolve this situation in two ways: defusing means that you 
avoid any sort of violence, while antagonizing leads to a brawl with 
the pair. Prioritize defense if you choose the latter option, blocking 
incoming punches as you await openings to counter. 


Once the cousins have been dealt with, get on your horse and 
follow Beau 
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Manor's front door, to the south. 


Headshot five Lemayne Raiders in the saloon | 
Medal Finish with at least 90% accuracy [| 
Goals | # Complete the mission without consuming any | 
health items | 

| 


This set of goals requires a very high level of 
Notes | __ accuracy. Aim carefully before taking each shot 
making liberal use of Dead Eye 


Speak to Abigail at camp to trigger the appearance of a new 
marker to the northeast. 


You will find Hosea and John in the highlighted area, at the back 
of a wagon. Your first task is to drive the wagon to Braithwaite 


From the manor, head back to Rhodes and park the wagon 

outside the saloon. Once at your destination, pick up moonshine 
at the back of the wagon and take it behind the bar. Follow the | ATLAS 
onscreen instructions in the scene that follows until the Lemoyne | WEAPONS 
Raiders barge in 
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CHAPTER 4 


Your initial position behind the bar gives you a perfect opportunity to_| CHAPTERS 


perform three or four headshots in a single Dead Eye instance. If your 
gauge is empty, carefully pick them off in quick succession 


CHAPTER 6 


EPILOGUE | 


EPILOGUE 2 


When Hosea calls for help, clear out any remaining foes on the ground 
foor, vault over the bar, and sprint upstairs. Quickly adjust a clean 
headshot on the individual threatening Hosea — a brief Dead Eye burst 
will help here. Eliminate the two men on the balcony, before jumping 
fram there to the wagon below. 


During the escape sequence, stay focused on the area behind the 
wagon and eliminate your opponents as quickly as possible, You have 
no cover available here so you need to be efficient. If you struggle, make 
use of Dead Eye and snake oil tonic to replenish it 


* HORSE FLESH FOR DINNER * 


Kill the stablehand showing you the horses 


Medal 
Goals. Catch the stallion within 10 seconds 

I Get ive headshots Í 

I You can get ready in advance and lasso the stallion 

| Notes | _ right as it escapes to comfortably meet the time 


requirement 


Make your way to the marked area at the entrance to Caliga Hal. 
then meet John and Javier at the Gray stables. From there, rida 
with them all the way to the Braithwaite stables. 


Once inside, walk behind the stablehand and stealth-kll him 

with @/©. Equip your bandana, then calm the white horse 
(hold C2/Q and press @/) until you can lead it outside with 
&/0. 


Your priority throughout the escape sequence is to escort Javier, 
staying relatively close to him and quickly eliminating as many 


enemies as possible. Mastery of the “sharpshooter” technique (see 
page 47) makes a huge difference here: lock on to à target. very briefly 
ult ® vo align the reticle for a headshot. then fire for an instant kill. 


When one of the stalions makes a break fort, gallop off in pursuit and 
bring it to a halt with your lasso. Be careful not to release L2 
vou have successfully caught it. Ride back to Javier and keep up with 
|_him until you reach the rustlers. 


Silently kil the Gray when Sean distracts him in 
the wagon store 


Medal | * Douse the fields within two minutes 20 seconds 
Goals | * Kill ive Grays during the escape 
Complete the mission without consuming any 
health items, 
Your priority here is to be effective when you douse | 
the fields: stay on the move at all times, heading || 
straight from one highlighted area to the next until | 
Notes 


you have cleared them al. During the escape, there is 
no need to rush. As long as you stay relatively close to 
Sean, you can easily eliminate five Grays on the way. 


This mission begins as you enter Braithwaite Manor. After the 
cutscene, get on the wagon and drive with Sean to Caliga Hall 

Press 6/0 when prompted to hide in the wagon 

Once inside the wagon store, leave your hiding place and crouch 

walk over to Hamish, then quietly kl him from behind. 


After the cutscene, crouch-walk to the wooden barrels in ront 
of you and stay behind cover until the coast is clear. 


Your objective is now to douse all of the specified tobacco fields 

with moonshine. As long as you remain low, you are practically 
invisle to guards and have tie to fear. You can complete the 
objective by holding @2/G as you walk around the areas marked 
with a yellow highlight on your radar until the markings disappear. The 
only tricky parts are when you need to cross guarded paths. Look for 


the red dots on your radar and monitor their movements; make a break 
for it only when patrolling sentries are sufficient distant or are facing 
away rom you. If you're playing with default controller settings, note 
that pressing Q will cause the radar to zoom outa lite This offers a. 
better overview of where nearby quards are. You can even make this a, 
permanent setting by holding $ and pressing @/@. 


After all the fields are suitably doused, meet Sean at the barn. Equip 
vour fire bottles and throw one into the building to light it up. Use the 
same method to set the highlighted fields ablaze 


You now have to deal with a large number of guards. Jump from 

cover to cover as you eliminate them, ideally staying close to 
Sean. If you have several of them in your line of sight at once, consider 
vriggering Dead Eye 


When you reach the wagon, focus on the horses with C2/B 
and cut them free with @/@. Mount up and quickly escape 
with Sean to complete the mission 
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D) * MAGICIANS FOR SPORT * 


Inspect all the clues in Trelawny’s caravan 
While tracking, stay within 30 feet of Trelawny's wal 
Medal | * Kill two bounty hunters in the cornfields within one || 


minute 
Complete the mission without consuming any 
healt tems 
The main challenge here is to kill the first two 
enemies in the cornfields (| and IN) within one 
minute. Sprint to both positions (see screenshat for 
Notes Û Carol 


step EN) and manually catch them. We suggest that 
you tackle them with ©/@ and finish them off on 
the ground 


Dutch awaits you in his tent. Speak to him, then to Charles, 
before riding to Trelawny's marked location 


When you search his caravan, there are three clues to look for 
the food on the table, the unmade bed, and the bload-stained 
towel on the bathtub. Activating Eagle Eye wil highlight these. 


Head back outside, mount up and follow the tracks. Again, you can 
reveal these by triggering Eagle Eye. 


The tracks will lead you to a small camp at the edge of the forest. 

Be ready to block as soon as the fist fight begins, then 
counterattack immediately. Once both men are down, interrogate the 
one restrained by Charles until he reveals Trelawny's whereabouts. 
Killing or releasing him will affect your honor accordingly 


Follow Charles untl you reach the cabin. Three bounty hunters run and 
hide in the nearby comfields. From your starting position by the cabin, 
you will find one on your left (I), and à second on your right (1). The third 
Ui, who can only be caught last, is concealed in the more distant feld 
on your right (see picture). Your goal is to locate and kill them. The crops. 
greatly reduce visibility, but you can look and listen for disturbances the 
men cause, particularly birds flying away. As soon as you notice this 
happening, sprint to that position and run around until you find one 
of the fugitves. Take him down however you see fit. If you struggle, 
Charles wilt often point you ìn the right direction: follow his advice by 
searching the locations in question 


| 


A shootout ensues after the cutscene. Run toward the barn to deal 
with the two individuals firing at you: the fist one stands by the barn's 
entrance, and the second snipes from the opening just above. Pick them 
off immediately, ideally with Dead Eye; if you take too lang, the enemy 
Upstairs will move inside the barn and you will have to flush him out 
Once the fight is over, return to Trelawny at the cabin. Note that the 
sniper drops the rare rolling block rifle, à unique weapon required to 
complete the compendium. 
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Complete the mission without being spotted 
Complete the mission within eight minutes 10 
seconds 


Follow our walkthrough to complete these 
objectives, 


Speak to Trelawny, who is leaning against a wee at the edge of 
camp. Mount up and ride with him to the post office in Rhodes. 


Hitch up and follow Trelawny inside. After paying Alden, get 
back on your horse and ride with Trelawny to Hill Haven Ranch, 


Once the stagecoach arrives, tail it from a safe distance until it comes 


|_to a halt. Jump down from your horse, then crouch-walk toward the 


bushes right by the road sign (and no further!) while Mrs. Damsen exits 
the stagecoach. When she starts singing, sneak to the back of the 
stagecoach, break the box's lock, and pifer its contents. As soon as 
the deed is done you should retrace your steps, crouch-walking at all 
times, until you are back behind the same bushes by the road sign, Wait 
until the stagecoach leaves, then meet vp with Trelawny to complete 
the mission, 
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* AN HONEST MISTAKE * 


Save Uncle when he is overpowered 
If Get 20 headshots 

| Finish with at least 80% accuracy | 
| Complete the mission without consuming any 

i health items 


Completing these objectives is purely à matter of 
Notes |__ execution. Mastery of the “sharpshooter” technique 
is key here (see page 47 for details. 


Speak to Molly at camp, then mount your horse and follow Uncle 
to the crossroads. Press C1/4 when prompted to equip your 
bandana 


Approach the wagon when it arrives and search the crate at the 
back 


As soon as the escape sequence begins, gallop at full speed with your 
accomplices. A large group of pursuers will soon catch up with you 
If you have a full Dead Eye meter, note that you can actualiy begin 
with up to five or six headshots in a single expenditure, as your targets 


maintaining your course is rather tricky, but you can make this a lite 
easier by waiting until you have a fair amount of clear terrain ahead. 
then manually rotate the camera to look behind. If you briefly disregard 
steering and focus purely on aiming whenever you can, you’ find it 
easier to take enemies down. Repeat this multiple times to thin the 
[_ ranks of your pursuers. 


After the cutscene, a major shootout takes place at the old barn. You 
are surrounded by numerous enemies, with reinforcements continually 
joining the fray. You cannot afford to inge in the open here, so pick a. 
target, jump out and take a shot, then immediately return to cover. Once 
you have cleared most targets on one side of the barn, listen to your 
companions or take a glance at the red threat indicators on the edge of 
the radar to find out where you need to be next. 


When the party leaves the bam, follow Uncle in the woods. After taking 
cover with him behind a large rock, wait until the two guards walk past 
your position, then take them down stealthily from behind. Uncle will 
need a hand ta neutralze his opponent 


You now need to assist Charles and Bil. Take cover behind the 
tees and eliminate the assailants as they emerge from cover. The 
mission ends after the final enemy fas. 


Kill 10 Lemoyne Raiders with a long scoped ile 
Finish within 1 minutes 30 seconds 


Medal 
Goat | * Finish with at least 70% accuracy 
Complete the mission without consuming any 
health items 
From your initial cover position at Shady Belle, 
jou can headshot virtually all enemies with a 
Notes |X d 


long scoped rifle, making all four goals rather 
approachable 


Speak to Lenny at the camp's southern edge, then follow him. 


When you reach the abandoned church, tail the wagon from a 

safe distance. As you reach the Shady Belle mansion, dismount 
your horse in the highlighted area. Be sure to take your rolling black rifle 
with you 


Take cover behind the marked wall, just across from Lenny, then use 
vour sniper scope to investigate the area, in particular the red crates 
filled with dynamite. You now have to decide on your strategy: you can 
either commence hostiities by shooting the dynamite. or send Lenny 
to create a distaction and take your enemies by surprise. Your choice 
has a limited impact on the mission, though sending Lenny helps a 
tte in the sense that he begins right in the middle of the fray, which 
makes him more effective. Either way, your objective here is to pick off 
your enemies one by one with your sniper rie. Feel free to stay at your 
starting position, behind the wall: thìs provides the necessary cover 
while giving you a commanding view. Prioritize targets when they are 
stationary, as those in motion tend to be much harder to hit. 


Two setpiece events will occur during the batte. First, Lenny will 
wrestle with an opponent at one point —but he will eventually overcome 
his adversary if you neglect to intervene. Second, one of your foes wil 
man a Gatling gun on the balcony above the manor's front door. You 
should efiminate him immediately with your scoped rifle by aiming just 
above the gun barrel. 


Once all enemies have fallen, hop inside the back of the wagon in the 
middle of the highlighted area. You now need to drive it back to camp. 


As you leave Shady Belle, you will rum into an additional group of three 
Lemoyne Raiders, respective of whether you antagonize them or toy to 
defuse the situation, a shootout will ensue. The optimal approach, then, 
is to strike preemptively with a fast weapon — or, for greater simplicity 
trigger Dead Eye to take the trio down in a single volley. Drive back to 
camp to complete the mission. 
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* SODOM? BACK TO GOMORRAH * 


Loot all the safes 

Headshot ve mounted lawmen during the horseback 
escape Ï 
Get to the Downes ranch within ane minute 55 seconds 
Finish with at least 70% accuracy 

Complete the mission without consuming any health 
kems 


The hardest condition to meet here is the second one. 
Fou struggle to align clean shots, consider drinking 

Notes |__ a tonicsuch as snake oi to enjoy fortified Dead Eye 
The slow-mation effect makes it much easier to secure 
headshots on moving targets. 


Bill is in a wagon at the edg 
him to Valentine, 


of camp. Speak to him, then folow 


As you approach the bank, you are asked how Karen should 

distact the guards, Both options are functionally identical, so 
choose whichever one you please. Once inside, open the tellers door and 
force him to open the vault. You now have another decision to make, but 
this one is of far greater import: cracking the sales (EI takes longer but 
means that you can avoid unnecessary bloodshed immediately afterwards 
if achieved within sik minutes, whereas blowing them open (ED) is quick 
but leads to à massive shootout outside the bank 


Hold @/@ to interact with the safes, Each one has three numbe 
that need to be cracked. You can do so by slowly rotating @ 
counterclockwise, then clockwise, then counterclockwise again. As you 
rotate the dial, note how your controller vibrations intensify when you 
are close to the correct position: this is your cue to maneuver slowly, 
one increment at à time, until you hear a click. If you inadvertently move 
past the correct number, keep twrning the dial in the same direction 
until you are back in the “hot spot”, Repeat this method to open all 


others when you're done. Ifyou struggle to unlock the safes, the correct 
combinations are, from left to right 


F 34-69-22 
16-40-55 


In this alternative scenario, walk up to each safe and hold R2/@ to 
plant dynamite on it. Make sure that all five safes are primed before 
vou light one of the fuses by holding @/@. Move to the other room 
to avoid the explosions, then return to retrieve the money. Now that 
the easy part is over with, brace yourself for the battle that awaits 
vou outside, Make the most of the opening Dead Eye sequence to 
eliminate up to three lawmen with headshots, then take cover behind 
the cart on your right. Pick off your enemies one by one, including the 
target on the balcony, as you progress along the main street. WI 
you reach the end, more foes join the fray — but you can sprint to your 
horse if you do not wish to fight them all 


Throughout the escape, multiple waves of lawmen will give chase. 
Ride with your allies and, whenever you have a straight path ahead 
of you, tum the camera to the rear and try to eliminate the closest 
targets without interrupting your horse's gallop. 


Once the group splits up, ride to Downes Ranch to complete 
the mission. 


RED DEAD 
REDEMPTIEN. 


| Free yourself and perform self-surgery within one 
| minute 
Medal | # Recover your weapons from the O'Driscoll camp 
| Goals Kill the O'Driscoll gang members that beat and shot 
vou 
Escape the O'Driscoll camp without being spotted 


| The two O'Driscolls that beat and shot you are the 
| ones guarding the cabin from which you escape. 

| You can kill them without being detected by using 
| the throwing knives you obtain in the basement 
Notes |__ When you leave the room where you were held 
immediately tum left at the top of the stairs and 
kil the man as he examines the wall; you can then 
| backtrack to the stairs and deal with the O'Driscoll 
| clase to your weapons. 


Initiate the conversation with Micah in Dutch's tent, then follow 
them on horseback to your observation position 


From your vantage point, watch over Dutch and Micah through 
your binoculars or the rolling block rifle. 


After the cutscene, tilt ® from side to side; the idea is to swing on 
your shackles in order to reach the metal file on the nearby table. 
Grab it with 69/@ once it's within your grasp. Follow the onscreen 
instructions to cauterize Arthur's wound, before stealth-kiling the 
O'Driscoll that enters. 


Back outside, you can kil all the nearby guards with your 
throwing knives (thereby completing an optional medal goal) 


but the only one that you actually need to eliminate to escape safely is 
the one examining the crate by the shed. Once you're done, recover 
your weapons by the shed door (they're represented by a gun icon on 
the radar), before walking to your horse by the campfire. Mount up and. 
leave via the path to the east. 


Your final task is to ride back to camp. This is complicated by the fact 
that multiple O'Driscolls are patrolling the area, To avoid them, make 
regular checks of your map and radar. Al patrols are represented by 
red dots, making it relatively easy to navigate between them without 
raising the alarm. 
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* A SHORT WALK IN 


A PRETTY TOWN * 


I 
Kill three lawmen in Dead Eye while saving Bil | 
Get 20 headshots | 


Medal | # Complete the mission using sidearms only | 
Goals | * Finish within four minutes 30 seconds 

Complete the mission without consuming any 

health items 


ï se 
These requirements are all about execution. 
Make sure you dual-wield two sidearms to enjoy | 
Notes |__ more ammo and flexibility. and employ the staple 
“sharpshooter” technique (see page 47) throughout 
the entire shootout. 


Meet up with Bill, Micah, and Sean outside the bank in Rhodes 

After the cutscene, stay in your initial cover position and take 
dowm one foe at a time. Priortize the men perched on the rooftop in 
front of you and on the balcony to your left. After you thin out their 
ranks sufficient, enemies will start arriving from the opposite 
direction. Take cover behind the nearby cart before you engage them. 


Once Micah makes his move, head to the back of the gun store marked 
on your radar; be vigilant as you approach, as an enemy will pop out on 
your left and attack you. Note that there is à double-barreled shotgun 
that you can pick up here. Kick the locked door, then immediately aim 
in advance to kill another foe who appears at the end of the corridor, 
with two more to deal with around the corner. Take cover underneath 
the window and fire at the gunmen on the street. 


Once the coast is clear, follow Micah and eliminate the hostage 
takers during the automatic Dead Eye sequence. 
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RED DEAD 
REDEMPTLEN. 


D) * BLOOD FEUDS, ANCIENT AND MODERN * 


SE 


Headshot Gareth and Gerald Braithwaite 
| Get 20 headshots 


Medal 
Goats | * Finish with at least 85% accuracy 
| Complete the mission without consuming any 
health items 
These goals are fairly standard. The fist one is 
simply a matter of overcoming the urge to riddle the 
Mietes ply g the urg 


Braithwaites with bullets in the scripted Dead Eye 
sequence — two headshots will suffice, 


This mission begins automatically when you approach Dutch's 
tent. Ride with him and the gang to Braithwaite Manor. 


After the cutscene, snap into cover and open fire on your 
assailants, prioritizing those on the balconies. 


With all oes down, head inside the manor and search for Jack 
Be ready to immediately shoot down the agressor who springs 
from behind the overtumed desk 


Next, head to Dutch upstairs and take cover behind a pillar on the 
balcony to engage the reinforcements arriving from the front gate. 
These are in close proximity at first, making them ripe for a lethal Dead 
Eye volley. A second wave will soon arrive on the east side of the manor 
and are initially vulnerable to the exact same strategy. 


You now need to help John break the nearby door. An automatic 

Dead Eye sequence is triggered immediately afterwards: “tag: 
the heads of Gareth and Gerald Braithwaite with @0)/GER before firing 
with @2/G@. Leave the manor with Outch to complete the mission 


* THE BATTLE OF SHADY BELLE « 


| * Kilt all the Lemayne Raiders in Shady Belle 
Clear two bodies from Shady Belle within one 
minute 40 seconds 

Finish within 11 minutes 


All these requirements are about speed and efficiency. 
Move in a straight line through the plains and forests. 
ta get to Shady Belle quickly. Make sure you dont let 
Notes |__ John “steal” kis when you face the fist guards at 
Shady Belle —activate Dead Eye if you want to take no 
chances. You then need to swiftiy dump two bodies in I 
the swamp. | 


Ride with John ta Shady Belle, where you wil be greeted by two 

‘enemies. Dispatch them as you see fit, then locate and kill those 
hidden inside the house: one on the ground floor and three upstairs, 
each in a different room. Meet John back at the entrance once you're 
done 


Pick up the indicated body and dump it in the swamp around the 
jetty. Repeat this a second time to trigger a cutscene. 


Finally, follow Dutch to the city of Saint Denis to complete the 
mission 
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@) * THE JOYS OF CIVILIZATION « 


mj | 


Medal | * Catch the street urchin before he reaches the market 
Goals | # Finish within five minutes 30 seconds 


| Catching the elusive boy before he reaches the 
| 


market is easy when you know where to find him 
After he gets off the trolley (see step IE), follow 

hìm into the back alley,then sprint straight through 
the round archway without talking to anyone: press 
@/@ as soon as you see him to perform a tackle 


Head to the westemmost highlighted area to meet up with Dutch 
outside the Bastille Saloon. Call the bartender until he comes to you 


Go back outside and make your way to the nearby alley. You will 

find the children you're looking for just past the metal archwa, 
on the east side of the highlighted area. Follow them untl a cutscene is 
uriggered, then immediately give chase. Feel free to steal a horse on 
vour way as you try to catch up. 


When the kid gets off the trolley, look for him in the highlighted area. 
Talking to the men chatting near the fountain will reveal his position just 
beyond the round archway: give chase 


When you end up in front of a barred door, jump to cimb above it (or 
kick it open if you prefer). Do the same to scale the railing when the boy 
takes to the rooftops 


aled, then 


Once you get to the market. ask around until the thief is re 
give chase one last time, 


After the cutscene, return to Dutch near the saloon, where you will find 
him siting on a bench outside the park 


KI 


RED DEAD 
REDEMPTLEN. 


D) * ANGELO BRONTE, A MAN OF HONOR « 


Meet Dutch and John on the steps outside Bronte's mansion. 
After the cutscene, follow John to the cemetery 


Once inside, walk to the far end to find the source of the disturbance in the 


northeast commer. Investigate the mausoleum to reveal the grave robbers. 
You now need ta hunt them. Seek cover behind a grave whenever you 
locate one, then take him down; repeat until they are all dead 


ZE Paumen 
u a EXPLORATION 
Encounter the dog and the drunk 
ATLAS 
Don't get spotted by the law 
Finish within 11 minutes WEAPONS 
Get four headshots TS 
ExTaas 


The only requirement that's easy to miss is the fist 
one, though it's not difficult t fulf. Before you INDex 
head to the mausoleum in the northeast corner of 
the cemetery, make sure that you interact with the 
dog near the south entrance and the drunk by a THE STORY 
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Return to the east side of the cemetery and examine the mausoleum. 
with a metal fence gate to find the stash. 


[ After the arrival of lawmen, follow Jahn closely to reach the exit 
without being spotted. Track the position of the guards on your 
|_radar at al times to make sure the path ìs clear. 


As soon as you make it back outside, mount up and re 
Bronte’s manor, then head back to camp. 


um to 


* HELP A BROTHER OUT «* 


er | 


Find the captives without threatening the shop 
owner 
Finish within two minutes 45 seconds, | 


Once you know the location of the bookcase leading 
Notes |__ to the basement, fulfiling both requirements poses 
no difficulty, 


Head to the “stranger” marker on the east side of Saint Denis 

where you will find Brother Dorkins. He points you to à shop by 
the market. Note that you can donate money to the poor during the 
cutscene to gain a little honor. 


Open the green door in the highlighted area and enter the shop. If the 
owner is here, you can threaten him untúl he reveals how to open the 
bookcase in the room opposite his counter (by pulling a book). However, 
you can also solve this puzzle by yourself and fulfil the related medal 
goal by inspecting the scratches on the floor of the room in question; 
these are highlighted with the usual visual effect if you activate Eagle 
Eye. Force the bookcase to reveal stairs leading to the basement. Free 
the two captives, then retum to Brother Dorkins. 


* BROTHERS AND SIS 


TERS, ONE AND ALL « 


| 


Medal | « ring the kid within 19 seconds 
Goals 
Ii 
Notes | _ An easy challenge: print directly to the kid to 


somplete this in mere seconds. 


If you waït one in-game hour after completing “Help a Brother 
Out”, Brother Dorkins can be found on the steps of a church in 
the north of Saint Denis. 


Sprint to the highlighted area to the south and talk to the 

stranger who was just knocked over. This reveals a second 
highlighted area nearby: run to it and confront the man restraining the 
kid that you are chasing. Pick up the crucifix on the ground. 


After the cutscene, sprint to the northwest to escape the law. As soon 
as you are out of the red circle on your radar, hide in a back alley and 
wait until the Wanted gauge is completely empty. 


You now need to find Sister Calderon in the newly-highlighted zone 
without alerting the law. If you arive via the strest to the northeast of 
the area, you can casually walk behind the guard by the telegraph 
ta reach her in front ofthe church's steps. 
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@) * FATHERHOOD AND OTHER DREAMS + 
r 


Catch the wagon and take it to the secluded spot 


pere within one minute 45 seconds 

Take Mary to the theater 

To catch up with the wagon quickly, press ®/@ 
Notes | _ ata rhythm that matches your mount's galop: this 


will prevent stamina drain, enabling you to maintain 
maximum spé 


Inspect the letter in Arthur's room to initiate this mission. 


Now head to the Grand Hotel in Saint Denis, where Mary awaïts 
This is an optional mission that you are free to refuse — but if you 
do so, you will nat get another chance to complete it 


Ride to the stables to the southwest. After the cutscene, follow Mary's 
father, keeping your distance to avoid being spotted, you lose sight of 
him, listen to Mary's comments to stay on the right path. 


After the cutscene, ga after the buyer in the highlighted area. 
Whistle your horse (or appropriate one from nearby, if necessary) 
and give chase 


The wagon is fast and will take you out of Saint Denis, but you will 
eventually catch up. Move close to either side of it, then press @/ 
to jump on board. Make your way to the drivers seat, get rid of the 
two men there, then take the wagon to the secluded spot marked on. 
your map. 


Once you arrive at the specified location, press &/O to pull the buyer 
from the wagon. He will affer to sell you Mary's brooch for $100, You 
can beat him to make him lower his price, first to $50, then to $25; after 
one further show of force, he will give it to you for free. 


Betum to Mary to complete the mission. If you accept her offer, 
you will attend a theater show. 
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PRIMER 


@%) * NO, NO AND THRICE, NO * e) * A FINE NIGHT OF DEBAUCHERY * 


zi | Speak to Mary-Beth at camp, then drive northwest to Radley's Fz = | 
House with Ms Grimshaw. When you arrive, you can let her deal 
with the lone guard 


Follow Trelawny to the barber's and have your hair styled or | expronarion 
trimmed as you see fit 


ATLAS 


Enter the carriage, which will take you to the Grand Korrigan. WEAPONS 

Follow Trelawny aboard the riverboat, then sit at the poker table | „ews 
‘0 play. If you struggle with poker, you can find a guide on page 220. The 
dealer is actually on your side here, though. Fold at the beginning of the 
first game, which you would lose no matter what. In the games that | INDEX 
| follow, on the other hand, feel free to go all-in. After your opponent 
goes bust, follow the pit boss to the safe room. Disarm him, then be 
ready to shoot in the automatic Dead Eye sequence that occurs when | THE STORY 


Storm inside the building with all guns blazing. There are two 
enemies to take down: one in the kitchen and another in the 
|_ bedroom where Tilly is held captive. Cut her free by holding ©/@. 


EXTRAS 


you first attempt to loot the safe; afterwards, finish the theft. You should | SO FAR 
then follow Javier to the bar. STRUCTURE 
—_. es — zE en CHAPTER 1 
Kil both af the Foreman boys yourself during the Win the game of poker without Strauss’s help CHAPTER 2 
I pen chase After your cover is blown, escape the boat in under || | Veres 
| AS | „ Finish with at least 90% accuracy | Medal |__ 35 seconds 
| Goals | + Get five headshots 
H Ms Grimshaw wil open fire when you move Complete tha mission without consuming any CHAPTER 5 
| votes | _sficienty close to your targets. If you struggle health items NE 
Ao be OEL eN A DO When the horse chase begins, gallop at full speed toward the outlaws. pi 
aan een ee en Move close enough to align a clean headshot on the first target, then bg he oek ee oe Eis 
n aal hac d instant headshots and position yourself close to the EpILoGUE 2 
repeat with the second. You need to take the third enemy — Anthony achine Aa en a in dr bee Ta 
Foreman —alive, so move within lasso range to capture him. Hogtie him, Notes |_ outside and jump into the water. Every second you 
stow him on your horse and deliver him back to ly can shave off to meet the time requirement is a 
bonus 


When the shootout begins, stay in your initial position behind the 
counter and dispatch the guards with quick headshots. After you thin. 
« THE GILDED CAGE * Meet Trelawny in the north of Saint Denis. Head inside the talor's_|_ their ranks, Javier moves to the exit and suggests that you escape 

shop and browse the catalogue to buy the designated suit Sprint through the door and the coridor beyond, then jump in the 
water to complete the mission. 


While at the party, pour some drinks, compliment a 
guest's attire, accept a gift and save a life 
| Follow the servant without being detected | 


|_ utg he sequence were you are ruled to 
|__ mingle with the party guests. you need to take part 


in specifi interactions: offer champagne to the 
group of thirsty ladies near the dome: compliment 
the lady in front of the dome about her headdress; 
‘accept a ticket from the two men talking about 
theater between the dome and the fountain; and. 
|_ for the final ask, assist Algemon Wasp by the small 
buffet table near the canopy (lock on to him and 
You will find Hosea at he camp, by the gazebo. The opening section help him out as soon as he begins to choke). 
of this mission is entrely straightforward. Follow the onscreen 
instructions until the fireworks begin. During the sequence where you 
mingle with party guests, note that the mayor is located by the fountain 


At this point, follow the servant from a distance. You need to 

remain undetected during this entire sequence. In the three 
instances where the servant has a brief conversation inside the house, 
stay back and out of his line of sight. You have plenty of time, so walk 
casvally and observe your target from behind walls 


When the servant walks up the stairs and enters an office, wait 

until he moves into the next room then head straight for the 
marked desk to retrieve a document in the ledger. With this in hand, you 
can now return to Dutch at the gala and leave with him 
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* HORSEMEN, APOCALYPSES * 


Shoot the 0'Driscalls in the boat before they 
disombark 

Get 15 headshots 

Finish with at least 70% accuracy 

Complete the mission while exclusively using 
sidearms 

Complete the mission without consuming any 
heath items 


This combat-heavy mission requires perfect 
execution to earn a gold medal. The only time. 
sensitive requirement is the one where you need 

to shoot the 0'Driscolls in the boat. This can be 
achieved after you jump through the window to 
protect Sadie (see step EN). Once you join her, sprint 
to the wooden crate a few steps beyond the one 
where Sadie takes cover. You can then dispatch the 
surrounding enemies, as well as the two that arrive 
by boat. 


You can greet Sadie at camp. right by the house’s front door. After 
the cutscene, pick off as many opponents as you can from your initial 
position on the balcony, prioritize stationary targets to secure multiple 
quick headshots. After a short while, Dutch asks you to move tothe front 
door downstairs. Dispatch a few more 0'Driscolis there, but be ready to, 
retreat inside the mansion as soon as John makes the suggestion. Tum 
around and immediately push the cabinet over to barricade the door. 


You have more shooting ta do as you defend the house’s back windows. 
Arthur will automatically break these when you aim if you are in cover 
next to one. As soon as Sadie screams, jump through the window with 
@/9 and sprint to her at the back of the nearby cabin. 


With Sadie now at your side, sprint to the cover position ahead and 
start eliminating your enemies. Two of them will arive on à small boat. 
dispatching them before they touch the shore is required to complete a 
medal goal. The battle then continues toward the mansion’s entrance. 
Deal with the O'Driscolls joining the fray with quick headshots, making 
sure you stay close to Sadie at all times in case she needs assistance. 


RED DEAD 
REDEMPTLON. 


D) * URBAN PLEASURES * 


== 


r — -— 
Rob al the customers in the talley station 
Kl 10 lawmen while on the trolley 
Prevent any lawmen from jumping on the back 
Medal d mail 
of the wagon 
Goals | © 
Shoot the dynamite thrown by Lenny 
Complete the mission without consuming any 
| health tems 
| This is another mission where it's all about the 
| execution. If you struggle with moving targets, 
particularly the lawmen on horseback, make liberal 
| use of Dead Eye. You can actually rigger it in ven 
Notes ye ly tngge y 


short burststo align single clean headshots; à full 
meter will enable you to do this multiple times 
Don't hesitate to consume Dead Eye tonics 
required 


You will find Dutch in a back alley in the southeast of Saint 
Denis. 


As soon as things kick off, hold up each customer in the trolley 
station and press ®/O to rob them, then force the cashier to 
open the safe. 


The moment you are aboard the trolley, look for red dots on your 
radar and immediately take the corresponding enemies down. 
Switch sides as required to kill as many as you can 


After the crash, dispatch the guards surrounding you until Lenny and 
Dutch find an escape route. Immediately sprint after them through the 
archway, the courtyard, and the street on the other side. Throughout this, 
process, take out any guards in your line of sight with quick headshots 
jumping from one cover position to the next, untl you reach a wagon. 


During the wagon escape sequence, your goal is to eliminate all 
pursuers. Monitor their movements on your radar, and prioritize those 
closest to the wagon to ensure they do not jump on the back. 


When you reach the bridge, try to land a headshot or two on the 
lawmen in the distance as you approach the roadblock. Once Lenny 
throws a stick of dynamite, use the automatic Dead Eye moment to 
shoot iin midair and clear the way. 
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D) * COUNTRY PURSUITS * 


Meet up with Dutch at camp, on the balcony above the houses 
front door, then ride with him. 


Onee in-Lagras, follow Thomas and help him out with his traps. After 
the second one, make sure to heed his warning and wait for the three 
alligators to swim by. When the group splits up, head to the highlighted 
area straight ahead. Beckon Jules, who is standing on a tree branch. 
From here, head to the nearby skiff. 


Return Jules to the skiff within one minute 40 


|| Medal 
Goats |, Seconds 
Shoot the bullgator five times 
The hardest challenge here is thefirst one. When you 
rescue Jules, sprint without pause in a straight line 
Notes, j L 2 


on your way to him, and on the way back. Having a 
fortified stamina meter can really help here. 


After the cutscene where the skiff hits a tree stump, jump in the 
water and run towards Jules. Keep going forward while you 
search for him in the highlighted zone until you can pick him up. Now 
sprint back to the skiff as fast as you can using the most direct route. 


Back on the boat, look for the buligator in the distance and fire at it. The 
foam it generates on the surface of the water makes it easy to locate. 
Even if the creature itself is barely visible, take note of your aiming 
retice: if is red, your bullet will hit its mark. In the next sequence, 
follow the onscreen instructions to treat Jules’s wounds. The buligator 
will then attack you one more time: follow our previous advice as you 
fire to drive it away. 
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D) * REVENGE IS A DISH BEST EATEN « En 
Ir o al | | eertoraren 
| Search every room in Bronte's mansion Aras 
I Get Bronte to the skiff within one minute 30, dr 
| Medal | seconds 
| Goals | * Get 20 headshots Te 
Complete the mission without consuming any Bras 
| health items Te 
| ij se 
As long as you search the other two highlighted. THE STORY 
so ran 


Meet up with Dutch in Lagras, on the pier outside Thomas's 
cabin. 


Climb into the grounds of Bronte’s mansion and follow John until you 
reach a few guards: take cover behind the fountain and open hostiïities 
with a clean headshot. Gradually push forward to the other side of the 
fountain, where reinforcements will arrive. Take out all enemies as 
efficiently as you can, prioritizing those on the balconie they can hit 
vou even when you are behind cover. 


The next shootout begins once you break into the mansion. Take 
cover behind the walls and pick off Bronte's men one by one with 
dshots. Now go up the stairs, dispatching any remaining foes. 


rooms before finding Bronte, and quickly take out 
all enemies on the way with headshots, you should | STRUCTURE 


| comfortably fulfi all requirements. CHAPTER 1 


| chapren 2 


| CHAPTER 3 


CHAPTER 5 
CHAPTER 6 


EPILOGUE | 


EPILOGUE 2 


There are three highlighted rooms that you need to search; go through 
all of these to complete the related medal goal. Bronte is in the middle 
one, right in front of you as you reach the top of the s 
up and head back downstairs as the lawmen arrive. 


You now need to return to the skiff, but with one very pres 

‘complication: carrying Bronte means that you cannat take cover. 
This isn't too much of à problem if you have become an adept 
sharpshooter. If you struggle, try remaining at the back of your group, 
allowing the others to thin out enemy ranks for you. The mission ends 
as soon as you make it back to the skf 
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* AMERICAN FATHERS 1 & II * 


Speak to Evelyn Miller in Saint Denis. After two in-game hours 

the Eagle Flies marker will become available to the southeast of 
Valentine. During the opening stage of this mission, you can choose 
between two ways to sneak into the factory: by hiding in a wagon 
(ED or by stealthily inflrating the perimeter (EE). The former option is 
probably the easier of the two 


As soon as the introductory cutscene ends, sprint down the hill and 
hop inside the wagon by pressing @/@. Exit immediately as it 
reaches its final destination, then climb up the stairs in front of you 
and go through the nearby door to enter the factory 


\f you prefer to infitrate the factory without using the wagon, one 
reliable plan is to approach the premises from the southwest corner. 
running alongside the railway. When you reach the platform, wait 
until the patroling guard maves away or take him out silentiy with 
an arrow. At this point, you can quietly crouch-walk to the factory's 


main room. 


Ì 
Infiltrate the factory by hiding in the wagon | 
Reach Danbuny's office without being detected | 
Goals | * Ki all the horseback pursuers during the escape | 
| 
| 


Finish with at least 80% accuracy 


you follow our walkthrough, you should meet all 
requirements on a fist attempt 


You now need to stealthily make your way upstairs. If you arrive from 

stay in your starting position and wait until the closest guard 
moves outside through the large opening on your left, then crouch 
walk along that same side of the room until you reach the stairs in the 
back. The machines in the middle will offer you the cover you need to 
avoid the gaze of the guard on the right-hand side. If you arrive from 

go through the opening and take a left to reach the sta 


Upstairs, you have a single sentry to worry about. He usually stands 
by the window, looking outside. You can sneak behind him and head 
straight to the office at the far end, though taking him down quietly is 
also an option. 


Once inside the office, beat Danbury until he gives you the file 

you came for. Leave the room through the window. Back outside 
dispatch the nearby enemies with quick headshots before heading to 
the site of the explosion. Move from cover to cover, kiling all foes on 
the way until you find Eagle Flies in the middle of the highlighted area. 
Hop on your horse and follow your companion. 


During the horseback escape, a handtul of guards wl give 
chase. Without slowing down, turn the camera to the rear and 
eliminate them. 
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D) * BANKING, THE OLD AMERICAN ART * 


Crack the safe without making a mistake 
Complete the mission with sidearms exclusively 


Medal |, 005 
Get 25 headshots 
Goals 
Complete the mission without consuming any 
health items, 
These objectives require perfect combat execution 
Make sure you put away the rifle that Javier gives 
vou when you go through the hole in the wall, and 
take your time during each shootout: jump out of 
Notes Ls 7 ge 


cover only when you feel t's safe to do so, align a 
quick headshot, then duck back to safety IF in doubt 
While cracking the safe, the correct combination is 
19-72-54, 


Speak to Dutch inside the camp's mansion, then follow the 
convoy to Saint Denis. Choose your favorite weapon loadout 
before you leave your horse 


Once the hold-up begins, force the bank manager to open the 

vault As previously, ou can crack the sale by slowly rotating @ 
counterclockwise, then clockwise, then counterclockwise again, using 
the intensity of your controller's vibrations to guide you. Maneuver 
slowly when you are close, one increment at à time, until your hear à 
click 


When the shootout begins, stay in your initial cover position and 

take out as many lawmen as you can with headshots. As soon as 
Dutch calls you, run to him behind the bank's counter. Pick up the 
dynamite he drops on the floor and place it on the marked wall, then 
take cover behind the counter and shoot the explosive. 


Go through the hole in the wall and climb up the nearby ladder. Keep 
goïng until you reach the marked position on the rooftop. From this, 


vantage point, you can snipe the enemies down below while the gang 
makes its way up. Pick off as many targets as you can, prioritizing 
those on the balconies and the Gatling gun as soon as it arrives on à 
wagon. Aim just above the muzzle flashes to kill the individual who 
is manning it 


Once everyone is in place, follow your ales across the rooftops 
untül you reach a window. 


After the cutscene, follow Dutch to the docks. Inside the train, crouch. 
walk at all times to avoid detection. When a guard with a lantern 
appears at the end of the carriage, swiftly take cover behind the train. 
seats to your left 


Back outside the train, crouch-walk to the highlighted area and whistle 
toattract the guards. As soon as they start moving, go around the crates 
and rejoin your group. As long as you lie low and carefully monitor 
enemy movements on the radar, you have little to fear. After Charles's 
diversion, run to the boat to complete the mission. 
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* WELCOME TO TH 


E NEW WORLD « 


Da not fall behind while walking with the ĳ 


Medal | efain gang 
Goals | „ Get 10 headshots 
Scoring 10 headshots can prove difficult. Priritize 
Notes |__ enemies that stand in the open to make the aiming 
process easier. 
Z 


When you wake up on the beach, walk until you notice à plume of 
smoke on your left. Walk over to the campfire. 


After the cutscene and further walking, two short shootouts take 
place. Pick off the targets from behind your initial cover position 
in both instances. 


(0) * SAVAGERY U 


Dn ner 


:APILL ©) 


{ 


Vm 


| 


Release all the workers within four seconds 


Medal 
ej Get eight headshots 
Finish within we minutes 40 seconds 
Keep up with Leon, then execute the final steps 
fe the 
watss | _ perectly: shoot the three ropes that the workers 


Í are hanging from in rapid succession, then 
dispatch Fussar's men without wasting a second 


Head to the “stranger” marker south of the river to initiate 

this mission. After looking around and trying to free your 
arms, rock left and right with @ until you fall. immediately grapple 
vour captor with @/, then beat him up. 


NLEASHED «* 


Follow Leon through the ruins, staying behind cover at all times to avoid 
detection. 


As you reach the far end of the ruins, take out the lone guard. 

then shoot the ropes that the workers are hanging from 
Immediately tum around and take cover as Fussar's men will now be 
coming after you. Dispatch them, including the sniper that appears 
above the far wall, to complete the mission. 


a 88 


RED DEAD 
REDEMPTIEN. 


D * A KIND AND BENEVOLENT DESPOT «* 


Te | 
ULCES 


Medal | # Get Javier to safety within two minutes, ! 
Goals | + Get 10 headshots | 


As soon as you rescue Javier, do not stop moving 
Notes | __ untl you reach the river. Securing 10 headshots 
along the way should pose no problem, 


You will find Dutch on the southeast side of Aguasdulces, by the 

waterfal. Shimmy across the narrow ledges with him, then 
follow Gloria through the caves. Tilt © upward and repeatedly press 
/@ toit the door when prompted. 


Back outside, crouch-walk with Dutch until you run into a pair of | 
gards: stealth-kill the right-hand one while he deals with the other 
Hide the bodies behind the nearby well, then proceed forward 


Repeat this stealth-kill strategy on the next duo inside the sugar 

refinery (this time hitting the left-hand target), then sabotage the 
building by examining the three marked interaction points: the valve, 
the sacks of sugar, and the shutters. Leave the building via the door 
behind Dutch. 


Follow Dutch until you complete the rescue. From this point 

forward, your goal is to protect Javier as you escape the 
compound. Take cover and pick off the guards that arrive from all 
directions. Monitor their movements on your radar, transitioning 
between cover positions accordingly 


Fee through the sugar fields with Dutch. Whenever you notice 
red dots approaching from behind on your radar, tum and 
dispatch them before resuming your escape. 


Cross the river and take cover behind one of the rocks. Your goal is now. 


to hold off the remaining guards. They will arrive in large numbers, so 
try to eliminate them swiftly with the usual technique: jump out from, 
cover and take a shot (preferably to the head by flicking @), before 
immediately returning to cover. Be especially mindful of the snipers 
that appear on the clif, These marksmen can hit you even while you 
are behind cover, so prioritize them above all other targets. They might 
be hard to spot if they are concealed behind foliage, in which case you 
may need to manually adjust your shots. 
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* HELL HATH NO FURY * 


Prevent four boats from reaching the shore | 
Destroy the naval ship without missing a shot 
Finish with at least 70% accuracy 


Preventing four boats from reaching the beach is the 
biggest challenge here, The key is to land headshots, 
though this is complicated by the disruptive cannon 
shots and the distance between you and your 
Notes | _ targets. you struggle, shots to the chest can work 
|__ too. As soon as you have stopped the first two boats, 
| move to the other side of the bridge and repeat. At 


Medal 
Goals | 


I 


this point, check the progress ofthe remaining boats 
on your map and react accordingly 


Regroup with the athers on the roof, then pick off Fussar’s men 

on the beach and bridge below. They are ata distance where you 
only need to make à fractional adjustment on @ to align headshots 
every time you lock on, Once you have wiped them all out, help Her 
push the cannon: stand behind it, lt ® forward and tap @® 
repeatediy. 


@ 


Pick up the double-barreled shotgun on the wooden crate at the 

bottom of the stairs, It works extremely well against nearby 
‘targets, such as the hostiles you encounter as you follow Dutch and 
Hercule down to the beach. Once you get there, we suggest you switch 
back to your bolt action rifle or carbine repeater, which both offer 
‘superior range and ammo capacity 


Once you reach the end of the bridge you will need to issue orders 
to your alies. We suggest that you send them to the right-hand side, 
where enemy boats tend to arrive first. By focusing your party's fire on 
them from your vantage point on the bridge, you can take down most 
enemies quickly, then move to the other side and repeat. Run down 
the stairs and eliminate the remaining soldiers before regrouping at 
the waypoint 


Follow Hercule back up to the roof where you can now man the 
cannon to destroy the ship. Note that you need to aim higher to take 
the trajectory of the projecties into account. As a rule, if your reticle 
is aligned with the top of the ship, you will generally hit it just above 
the waterline. Fire without pause, reloading whenever you run out of 
ammo, until the vessel sinks. 
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* PARADISE MERCIFULLY DEPARTED * 


ìt AG UL 


Run up the hill with your companions, When you reach the two 

guards, creep behind the fist one to perform a stealth kil; Micah 
will take care of the other. Plant the explosives on the cannon before 
you move on. í 


Move through the ruins, gradually eliminating the soldiers you 
encounter on the way. and paying special attention to those on vantage 
points. Climb up the stairs at the end to reach the lookout platform, 
where another shootout takes place 


Now head toward the workers compound. Start the battle rom 

the first cover point, then push on to the highlighted house 
where the captain awaits. During the Mexican standoff, wait until you 
can look down to kick à gun towards the captain. 


= za 
Kil the first two sentries without being detected 
Escort the captain to the boat within one minute 


i 
rs 45 seconds 
Get 25 headshots 
Complete within six minutes 45 seconds | 
| 
Your priority here is to be effective during battles. | 
d through each encounter by chaining headshot 
Notes |__ Speed through each encounter bychaining headsho 


after headshot, and sprint to your destination. You 
really can't afford to stop at any point 


Expect more resistance on your way back to the ship. Move 
aggressively from cover to cover, eliminating as many foes as you 
can with instant headshots, 


Avoid the main aley when you are instructed to get to the canon, 
as itis dangerously exposed to shots from the turret at the top of the 
tower. Instead, advance via the left side of the ruins, jumping above 
the various walls. Use the cannon to blast the top of the tower and end 
the mission. 
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EPILOGUE 2 


* DEAR UNCLE TACITUS * 


Leave Shady Belle without being spotted by the 


ij 
Medel | prnkerons 
Goals 
Finish within eight minutes 
Technically, you don't need to kill any Pinkertons. 
Sneak behind the first one and crouch-walk directiy 
Notes 


to the entrance door to make your escape, then 
gallop to your destination 


f 
I Kill two Pinkertons during the Dead Eye ambush 
Get at least 70% accuracy with the Ga 
medal | * Get at east 70% accuracy with the Galling gun 
Goals | * Get five headshots with the Gatling gun 


Complete the mission without consuming any 
health tems 


jen nn 
As long as you use the Gatling gun sensibly, more 

Notes |_ like a semi-automatic ile fired in short bursts, 
these objectives are relatively accessible. 


Follow Sadie to the other house, climb through the trapdoor, 
and get in cover by the entrance 


The shootout begins with an automatic Dead Eye moment: don't 

miss the opportunity to tag a few enemy heads to take them out 
instantly. Sprint to cover and eiminate the others with standard 
headshots 


You regain conuol of Arthur on a pier at the Van Hom Trading Post 
Steal the horse at the top ofthe steps and ride to Shady Belie. 


Inside the mansion, pick up the letter on the living room table. 


As soon as the cutscene ends, crouch and wait for a first Pinkerton 
pass through the nearby doorway, then sneak behind hìm with your 
knife in hand and perform à stealth kil. A second is examining the 
fireplace in the adjacent room: either kill him in the same fashion, or 
leave through the door. Once outside, mount up and ride to Lakay. 


ING JOY * 


After dispatching more foes, you will be invited to man the Gatling gun 
is marked in yellow on your radar. Sprint to it and take control with 


/O. You can fire by holding ED 


@. Mow down the Pinkertons 


and the reinforcements that join them: note that you can cause large 
explosions by shooting the red crates. The mission ends when your 
opponents start to lee 
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Get 15 headshots 
Deliver Meredith to her mother within two minutes 
Finish with at least 85% accuracy 

Complete the mission without consuming any 
health items 


Melee kills are incompatible with the headshot 
requirement: use weapons and Dead Eye liberally. 

Notes |__ When taking Meredith back to her mother, you can 
cut through the woods during the fist part of the 
joumey to save time 


Dutch can be found at the Lakay camp. After your conversation 

talk to Charles and ride with him. Note that equipping a 
powerful close-range weapon, such as à shotgun, will prove useful 
soon. Charles asks if you wish to make part of the joumey by canoe, 
but we suggest you ride your horse instead: this way, you'll have 
access to your saddle. When you reach the two Murfrees, take out the 
one on the left with a silent weapon (such as a throwing knife): Charles 
will eliminate the other simultaneously. After a short walk, you have 
another choice to make: you can either sneak into the cave (EJ), or 
flush the Murfrees out with dynamite (@) 


If you opt for the infiltration scenario, creep behind the sentry at 

the cave's entrance and sli his throat. Take out the next target 
silentiy inside the cave (or ask Charles to da so for you). There are two 
more Murfrees that you can stealth-kil from behind by dropping down 
from the ledge to your right. At that point, however, stealth is no longer 
possible: the next Murree you eliminate will raise the alarm. 


* THAT'S MURF 


REE COUNTRY * 


If you chose the dynamite approach, head toward the cave entrance 
|_and throw an explosive at the Murfree. The detonation will kill him, 
but also alert all of his companions. Take cover and be ready to repel a. 
challenging wave of enemies. Push forward into the cave when you're 
ready. 


Once the shootout inside the cave begins, advance very cautiously. 
Some Murfrees have a nasty habit of charging to your position and 
attacking with a melee weapon, which can kill you with a single strike; 
eliminate these as a priority. Keep as much distance as you can from 
|_vour foes, monitoring their movements on the radar and — where 
|_passible — try to bottle them up at chokepoints where you can fire at 
will. Move deeper into the cave only when the coast is clear. After all 
targets have been eliminated, head to the cage and rescue the girl 


Take Meredith back to Annesburg on horseback. Note that 
accepting or refusing the money reward from her mother has no 
honor consequences. 
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L H A E R 6 . B E AV E R H û LL u Stranded in the Caribbean on the small island of Guarma, Arthur and his companions were made prisoners by Fussar, à MISSIONS 


powerful man running the island's sugar plantations. Joining with à local resistance group, the gang managed to escape and 


retum to the mainland. Briefly reunited in à new camp at Lakay the Van der Linde gang, or 


quickty attacked by Pinkertons. On the run again, they managed to establish a new base at Beaver Hollow: 
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MY LAST BOY 
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| Last chance to finish “Money Lending and Other Sins — VI & VII” 
| if two out of the three required missions are complete 


DO NOT SEEK 
ABSOLUTION —1* 
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THE FINE ART OF 
CONVERSATION 
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Last chance to finish “Of Men and 
Angels” (page 100) 


Six hour delay if either “Archeology for 
Beginners” or “Honor Amongst Thieves” 
is skipped 


As you approach 


mission is ri 
perienced 


After this 


A FORK IN THE ROAD - 


die’s marker in Saint Denis 
gered automatically. It 
vithout any form of guidance. 
will reward you with a 


jo begin “Icarus and Friend: 
marly a cinematic sequence that is 


thin three minutes 


t-piece event, you might soon noti 


little more rapidly than they used to. This is not just an impression, but af 


to page 166 


ford 


Keep the balloon at the correct altitude for the 
entire journey 

Get five headshots from the ballon. 

Goals | # Finish with at least 70% accuracy 

Complete the mission without consuming any 
health tems 


AlLof these goals should be rather straightforward 
The final shootout can be brutal, so remain behind 
| cover as much as possible and make each shooting 
| opportunity count, 


Note that this mission can be played either at the end of 
Chapter 5 or at the beginning of Chapter 6. 


Meet up with Sadie in Saint Denis and follow her to the outskirts 
of the city. 


The Ascend prompt ín the lower-right corner of your screen 

shows your altitude. As you hold @2/Q to rise, observe how 
the gauge fils. If you look closely, you will notice a faded yellow 
segment in the left half of the circle: this corresponds to the optimal 
altitude range. Once you reach this, the gauge itself becomes yellow, 


Your goal is to stay within that zone by regularly topping up the gauge. 
This is by no means difficult — you simply need to keep an eye on the 
current level and hold 2 /G briefty at regular intervals. Note that the 
optimal zone will gradually transition towards the bottom of the gauge 
as you near your destination. This reflects the fact that you need to 
lower your altitude to observe the penitentiary from up close, so adjust 
the spacing of your button presses according. 


Once in a stationary position above the penitentiary, use the binoculars 
to search the fields for John. When you locate a group of prisoners, tt 
@ upward to zoom in and ascertain if he is among them. As soon as the 
guards start fing at you, ascend again to leave the area. 


You will soon notice Sadie below with O'Oriscolls in hot pursuit 

Perched in the hot-air balloon, you are in a perfect position to 
snipe them. Wait until you are within range — your reticle will turn red 
when aligned on a target — before you open fire. 


Once alone in the balloon, you are back in charge af its altitude, As 
previously, make sure you stay inside the marked zone on the gauge. 
You will need to gain height to pass above the bridge. then immediately 
descend for the rope to be within Sadie's grasp. Pull 
upward and tapping 59/@ repeatedly 


% 5 


The mission ends with a final shootout. Eliminate the O'Driscolls 

that run in your direction from your initial cover position. As 
vou finish the last ones off, einforcements arrive from behind you: 
turn around and sprint to a cover position on that side. These foes are 
numerous and aggressive so proceed cautiously,taking great care to 
minimize the time that you spend out of cover to shoot. 


Get headshots on both prison guards when sniping 
from the tower 

Escape ta the boat within two minutes 45 seconds 
Finish within nine minutes 

Finish with at least 80% accuracy 

Complete the mission without consuming any 
health items 


The primary consideration here is speed, 
particularly during your escape with Johin. Only 
eliminate foes that pose a direct threat, making 
brief stands at each available cover position. The 
rest of the time, focus on covering ground as 
quickly as possible. 


Notes 


You will find Sadie on à pier northwest of Sisika Penitentiary. 


After a brief rowing session, you will reach the island's shore. 
Immediately crouch and stay low as you follow Sadie to the 
watchtower. Climb up the ladder and stealth kill the guard at the top. 


Pick up the rolling block rifle and use the scope to observe the 
group to your right. in front of the bam. Take out the two guards 
with headshots, then run to that location. 


After the cutscene, march your hostage to the prison entrance. 

When the shootout begins, immediately sprint back to the other 
side of the bridge and take cover behind the wooden crates or barrels. 
This is a very strong defensive position as the quards can only come 
after you through a natural bottleneck. It also makes it harder for 
snipers on the penitentiary’s walls to hit you. 


As soon as Sadie and Jahn start running through the field, join them 


and provide protection from all incoming enemies, When you reach a 
collection of woaden crates and cotton bales at the end of the field, 
take cover and make a brief stop to dispatch as many quards as you 
can, This will facilitate Sadie and John's avance towards the boat 
Join them as soon as they reach the shallow water. 


A final shootout occurs on the boat. You have no cover available 
here so make each bullet count with practiced flicks of ® as 
you lock on to secure headshots. 


Back on the shore, mount up and follow your friends to Beaver 
Hollow. 
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* JUST A SOCIAL CALL * 


Meet up with Micah between two of the small woaden houses 
in Annesburg. Follow him and Dutch, then take cover behind the 
highlighted crate. 


When the shootout begins, dispatch the men on the boat from 

vour initial position, then tum around and transition to one of 
the crates to welcome the Pinkerton reinforcements arriving {rom the 
opposite direction. 


Keep up with Dutch as he looks for Micah, eliminating al enemies that 
you run into on the way. If you lose sight of him when you reach the 
coal mining facility, head up the stairs. 


After kling Comwall, reach the horses wit 
minutes 45 seconds 


Medal 
Headshot three mounted enemies 
Goals 
Complete the mission without consuming any 
Il health items 
To reach the horses within the deadline, you have 
to move very quickly. You will need a high headshot 
Notes kzie ze 


success rate to progress through each enemy 
‘encounter at the required pace 


You will face resistance as you follow Dutch and Micah, but nothing 
that should prove too taxing. Make sure not to linger on the stairs with 
the coal conveyor belt, where you will be exposed to shots from all 
directions. When you reach the top of the stairs, a final wave of guards 
awaits: you can get rid of at least two of them instantly if you fire at 
the oil wagon. Once they're all dead, walk to the highlighted area to 
free the horses 


During the horseback escape, several groups of mounted enemies 

will attempt to stop you. Steering your horse and aiming 
simultaneously can prove a bit complicated, so focus on one or the other 
ata time: as soon as you are within fring range, leave ® alone for a few 
seconds (your horse will maintain its gait, and lock on to your targets to 
align clean headshots. You can then immediately retum your attention to 
the escape. Dutch and Micah will nat outdistance you if you're swift 


RED DEAD 
REDEMPTIEN. 


ledikant en en 


Medal Goals 


Part) Finish within one minute 20 seconds 


Gallop to the mine and alternately block and 


Notes 
zt counterattack to win the fist fight quickdy. 


Medal Goals | # Find Edith Downes within one minute 10 


(Part 1) seconds 
Head straight to the area shown in ste 

Notes without stopping at the bridge to examine 
anything. 


If you have à high honor rating (at least rank 4), you will find 
Edith Downes by the coal mining facility in Annesburg. 


Head to the mine at the top of the hill to find her son, Archie, 
being bullied by the foreman. Beat him down to free the boy. 


Four hours later, you can meet Archie again in à small alley 


perpendicular to Annesburg's main street, right next to the | 


newspaper seller. 


„ | Prumen 


EXPLORATION 
ATLAS 
WEAPONS 
1Ems 
EXTRAS 


INDEX 


THE STORY 
so FAR 


STRUCTURE 
CHAPTER 1 
CHAPTER 2 
CHAPTER 3 


CHAPTER 4 


CHAPTER 5 


EPILOGUE | 


EPILOGUE 2 


Follow the railway to the highlighted area, northeast of the town 
Activate Eagle Eye to reveal a tail on the path that runs below the 
bridge, towards the northwest. 


The trail will lead you toa horse hitched toa tree, and to Edith Downes 
a few steps beyond. Persuade her to go back to town — whatever tone 
vou use (“ask” or “demand”) leads to the same resuit. Take her back to 
Archie to complete the mission. 
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* OF MEN AND ANGELS * 


mi Greet Sister Calderón outside her church in Saint Denis. She 

asks yau to donate food for the poor. You can complete this 

immediately by offering any four food items, or 10 dollars, or an 
equivalent combination of money and foodstuffs. 


EY 
Be 


ee 


Read the letter from Penelope in your tent. Penelope awaïts 
outside the smal cabin that faces the gazebo where you first 
met her. Take her with you on your horse and ride to Rhodes 


Once at the train station, buy tickets for the couple. They will 

soon be attacked by Beau's cousins. To defeat this pair in the 
ensuing fist fight, block their initial punches and counter with a couple 
of blows of your own, then repeat. Get on the train immediately 
afterwards. 


Headshot five of the Braithwaites as they pursue 
the train 
Finish within seven minutes 30 seconds, 


You can hop aboard the train before the end ofthe ‚| | 
fist fight to save time, IFin doubt, use Dead Eyeto || 
re the required headshots while the train is in 
motion, 


Head to the flatbed carriage to the rear when the train is attacked, 
then take cover and dispatch the mounted thugs with quick headshots 
Afterwards, enter the engine car and drive the train to Riggs Station. 


RED DEAD 
REDEMPTLEN. 


MONEY LENDING AND OTHER SINS — VI & VII * 


© 


Speak to Strauss at camp to receive the details of two new 


debtors. 


John Weathers can be found near Moonstone Pond, to the west. He 
is trying to repair his broken wagon on the side of the road. When you 


confront Weathers, à group of soldiers searching for him launch an. 
attack. Take out as many as you can from your initial cover position, 
then push forward to the rocks to finish off the last few survivors, 
Once the dust settles, you have to choose between absolving or 
recovering the debt. The former option will net you 10 honor points but 
no additional recompense; the latter will get you the reward (a silver 
locket) but make you lose five honor points 


To find Arthur Londonderry, head to the entrance to Annesburg's 
mine. After questioning the guard, enter the pit and speak to the 
foreman. Your next destination is the debtor's widow, outside a small 


cabin at Butcher's Greek — à short ride to the south of your current 
position. Arthur automatically decides ta absolve her, but you are free 
to give her money too: doing so casts a nominal dollar sum but rewards 
you with 20 honor points 


You can now return to camp to confront Strauss, 
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0) * THE DELIGHTS OF VAN HORN « 


| Medal | # Headshot five soldiers with a long scoped rifle 
| Goals | # Finish with at least 85% accuracy 


A sniper ile customized with a long scope might 
help you to complete the fist challenge. You might 
find it difficult to land headshots on moving target 
Activating Dead Eye will greatly help you here; feel 
free to replenish your meter with à tonic if you run 
out 


Notes 


Meet Micah at the waypoint just west of the Van Horn Trading 
Post, then ride with Bill to the ambush location. 


Go upstairs in the derelict house and take cover by à window. From 
here, you are in a perfect position to snipe the wagon guards. Once 
vou have cleared the street, run back downstairs and join Bill on the 
wagon 


Enemies will soon give chase as you ride back to camp. Your priority 
here is to prevent them from shooting the wagon too much: their bullets. 
will eventually hit the dynamite, leading to instant death. Take out your 
favorite weapon and focus on securing headshots. prioritzing the enemies 
close to the back of the wagon. The movements of your mounted pursuers. 
can be unpredictable, so activate Dead Eye if required. The mission ends 
when you reach Micah, irespective of who's driving. 


RED DEAD 
REDEMPTIEN. 


CTATIAMN 


Goals | * Escape the oncoming train within 19 seconds 
Jk | 
This set of objectives is straightforward, but 
requires perfect execution. Memorize in advance 
Notes 


the exact location of each pilar: every step and | 
every second counts. | 


Medal | + Plant the dynamite within one minute 35 seconds Ì 


You will find John at Bacchus Station. To move the hand car. 
hold 69/@ when it's Arthur's turn, release when it's John's 
tum, and repeat in sequence. 


Next, pick up the first crate of dynamite and walk a few steps toward 
John, who waits on the floor level below. To lower the crate to him, 
you need to alternately hold 2/1 and R2/G until he can grab the 
explosives. Collect the second crate and proceed in the same way to 
lower it down to John. 


After going down the ladder, you now need to plant dynamite on the 
bridge’s pillars. There are three positions in total: for each one of them, 
you must first pick up dynamite at the foot of the ladder, then head to 
the corresponding marker 


As soon as the cutscene ends, sprint back to the hand car. Use the 

same controls as previously (hold 69/@ when i's Arthur's turn to 
press, release when it's John's) to reach safety before the train crushes 
|_ you. Finally, use the plunger to blow up the bridge. 
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Speak to Reverend Swanson at camp. then follow Dutch and 
Eagle Flies all the way to the beach 


Once aboard the canoe, head in the direction of the boat. Steer 
with ® and press ®/@ in time with the padde entering the 
water to row more quickly. 


On the deck, perform a stealth knockout on the enemy directly in front 
of you. Repeat this on the foe who walks out from where the horses are 
stabled while your alies neutralize the others. This leaves three men, 
who can be found playing cards near the ship's bow. If you want to 


Knock out two soldiers on the boat. 


require you to move swiftly. 


|| Medal 
|| cost Round up the horses and reach the shore within 
| one minute 30 seconds 

Notes |_ Avery easy set of optional objectives that simply 


persist with non-lethal force, crouch-walk behind the closest one to 
take hìm out, then bludgeon the other two until they fall —though if you 
have already satisfied the related medal goal, there's no reason why you 


can't just draw a weapon and get it over with. When the men have been 
dealt with, plant dynamite on the nearby anchor 


After the cutscene, swim toward the three horses in front of you and 
mount any one of them. Now head to the shore; the other two horses 
will follow your lead. 


A final cutscene is wiggered when Dutch joins you in the 

highlighted area. You are given a choice of whether to help 
Rains Fall or not. If you opt to help, you unlock the “Archeology for 
Beginners” mission. If not, you will miss that mission altogether, as 
well as “Honor Amongst Thieves” 
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@® * ARCHEOLOGY FOR BEGINNERS * 


Look for Rains Fall at the Wapiti Indian Reservation, in the tent by 

the campfire. Follow him on horseback as he leads you to a sacred 
site. During the ride, Monroe asks you if you are willing to help him: 
accept and you will unlock a new mission (“Honor, Amongst Thieves”) 
refuse, and you will lose the opportunity to complete that mission 


Rains Fall will make a couple of stops during the journey to pick 
up herbs. As you ride to higher elevations, temperatures will start 
to fall: don't forget to change to a warmer outfit via the horse wheel 


When you reach your destination, activate Eagle Eye and inspect 
the clues revealed in the highlighted area. 


Make your way down toward the army camp at the foot of the 

mountain. Your objective is to retrieve the Chanupa and the 
sacred items that lie on the ground, in the middle of the camp, next to 
the cooking pot. We strongly recommend that you avoid fatalities, as 
completing this objective without bloodshed leads to a valuable reward. 
Wait until the guard that patrols around the entire camp moves to the 


| Medal | * Recover the relics without being detected 
|| Goals | * Recover the elics within one minute 30 seconds 
| 
| To meet both requirements, you need to be both fast 
and stealthy. Galop down the hill and dismount a 
short distance before you reach the camp. Crouch || 
Notes | 


walk straight to the relics while the patroling guard 
moves away, then quietly return to your horse and 
gallop at ul speed back to Rains Fal. 


opposite side, crouch-walk over to take the items (see accompanying 
screenshot), then retrace your steps and quietly leave the area. 


Return to Rains Fall at the top of the mountain, I you didn't kil 
any of the guards, the elder rewards you with the owl feather 
trinket, a powerful item that permanently reduces the drain speed of 


vour cores by 15%. 
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* HONOR, AMONGST THIEVES * 


|| Medal | * Recover the vaccine without being detected 
Goals | + Finish within five minutes 
To meet the time requirement, gallop straight to 
the wagon, Carefully move to either side, staying to 
Notes |__ the rear of the two drivers. Wait until the onscreen 


prompt appears, then jump aboard. After you 
retrieve the vaccine, rush back to Monroe 


Kill a pursuer’s horse during the escape 
Finish within nine minutes 30 seconds 


Medal 

sz Finish with at least 75% accuracy 
Complete the mission without consumíng any 
health items 

Ĳ 

You have no headshot requirement to worry about 
here, Aim at the tors of moving targets with a 

Ndess ere, e torsos of moving targets 


powerful weapon and ammunition type to ensure 
maximum efficiency. 


Trelawny can be found at camp, seated not far from your tent. 
After your conversation with him, ride with Charles and Rains 
Fall until the meeting begins. 


After the meeting, back away in the direction of your horse. 

Mount up immediately and gallop at full speed with your 
companions. Enemies will soon give chase: turn the camera to the rear 
and eliminate them without interrupting your horse's gallop. 


Speak to Monroe at the Wapiti Indian Reservation, then follow 
him. 


Once the wagon arrives, your goal is to retrieve the vaccine it carries. 
Brute force is a viable option, but it's better to adhere to Monroe's 
wishes and collect it stealthly, without bloodshed. Ride next to the 
wagon, matching speed while remaining out of sight behind the two 
drivers, then jump aboard once you are in position, Search the crates 
to locate the medicine, then retum to Monroe at the reservation. 
Note that the above strategy is only possible until the wagon reaches 
Comwall Factory Kerosene & Tar: beyond that point, a shootout is 
unavoidable. 


* THE FINE ART OF CONVERSATION * 


Join Monroe when he heads into the forest on foot. taking cover behind 
the various rocks and trees as you eliminate the many soldiers. Thisis a 
rather lengthy shootout, so be patient and perform as many headshots 
as you can. Once the coast is clear, mount up again and escape with 
Charles. A handful of mounted adversaries will give chase dispatch 
them before you reach the train station. 


106 5 


RED DEAD 
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Find Colm's backup within 45 seconds 


Medal 

Get eight headshots with the scoped rifle 
Goals 

Finish within six minutes 30 seconds. 

The fastest route to Colm’'s backup on the roof 

is the one going through the arches, as you can 
Notes |__ run all the way through. 1 you struggle to secure 


headshots with the scoped rifle, use brief bursts of 
Dead Eye to adjust your aim. 


Meet up with Sadie and Dutch in the Saint Denis saloon. Follow 
them to the gallows 


After Dutch leaves, there are various ways to reach the roof, 
Here are the two passibilities: 


Either go through the arches in front of you, proceed up the 
stairs to the topmost floor, then climb the ladder at the end of the 
balcony. 


Head up the ladder on your left, immediately take a right inside 
the house and walk up the stairs to access the roof via a window, 


An O'Driscoll ambushes you on the rooftop. Repeatedly press 

O/@ to break free, then take hìm on in a melee fight. One 
effective way to deal with him is to grapple him with ®/@, then stab 
him with €2/G. 


When the shootout begins, pick off as many enemies as you can; 
identify them by looking for their distinctive gray hats. Try to land 
headshots for maximum efficiency, prioritzing those who pose a threat 
to Dutch and Sadie. f you struggle to locate your oes, observe Dutch 
the direction of his shots will indicate the approximate position of an 
O'Driscoll 
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@ _# FAVORED SONS * 


Dutch and Eagle Flies await in Cumberland Forest, atop the chff 
at the heart of the highlighted area. 


Pick up the spool and attach the wire to the dynamite in all four 

marked. positions, then run back up to the top of the cf 
Detonate the explosives once all the soldiers have passed the first 
charge 


When the shootout begins, your vantage point gives you a perlect angle 
on the soldiers down below: take them out quickly with headshots, 
then turn your attention to those that run up the hill to your position. 


After you loot a few bodies, à further wave of soldiers attacks from 
the opposite hill, backed up by a cannon. Take cover and eliminate 
as many as you can with headshots, then make your way up the hill 
to deal with the individual manning the cannon. If you intend to 
complete the medal goal here, advance on the left side of the hill to 
encounter fewer opponents 


With canon shots from further afield and mounted enemies. 
now threatening you, you must run to your horse and ride away 
with Dutch. When you reach the canyon, take cover and dispatch the 


Kill the soldier on the cannon within 45 seconds 
Medal | + Get 35 headshots 
Goals | * Complete the mission without consuming any 
| health items 


Given the amount of headshots required, you need 
to consistenthy flick @ every time you lock on to a 
| target. Once the cannan is introduced, make your 
way up the left side of the hill, eliminating all foes 
vou run into with instant kills. Remember that 
‘enemies spawn endessly during step [EL enabling 
vou to reach the required total of headshots 


soldiers on the cliff. Keep following Dutch, 
cover position availabl 


aking the most of each 
wery time you un into enemies. 


When soldiers attack you from behind as you run down à narrow path, 


vepel the first wave — but be quick to flee as soon as Dutch makes 
the suggestion. This is a tide of enemies that cannot be stemmed, so 
it makes no sense to linger. At the end of this path, a cutscene is 
triggered: surrender with @/@, but then tilt ® downward to slowly 
walk backward until you can jump from the cliff with @/@. 


RED DEAD 
REDEMPTLEN. 


* THE KING'S SON * 


While infiltrating Fort Wallace, headshot every 

Medal |__ soldier blocking your way to Eagle Flies 

Goals | * Kill 15 enemies while escaping in the canoe | 
Finish with at least 80% accuracy 


Make sure you take the lead during the stealth 
section when given the choice, as you need to 
perform the headshots yourself. When dealing with 
two guards at a time, activate Dead Eye to prevent 
Charles from ”stealing” a kill. During the canoe 

Notes |__ escape, constantly monitor enemies on your radar 
and take them out as soon as you can. Aiming can 
be difficult, so take these adversaries down by any 
means necessary. As ever, Dead Eye is the great | 
leveler in times of adversity, especially if you are 
well-stocked with tonics to replenish it Í 


Speak to Charles at the Wapiti Indian Reservation, then to Rains 
Fall in his tent. After the cutscene, ride with Charles to Fort 
Wallace. 


This mission begins with an infiltration sequence during which 
detection will cause you to fail the mission and return to the previous 
checkpoint, so be sure to equip silent weapons. The bow is obviously 
ideal. Start by aligning a clean headshat an either of the guards by 
the entrance; Charles will take care of the other one. Follow your | 
companion, pressing against the wall to avoid the gaze of the sentry 
above, then kill either of the next two guards as you did before 
Once inside the fort, eliminate the first two lone soldiers with bow 
headshots. Work in tandem with your partner again to eliminate the 
next pair, then dispatch one more guard. You can then follow Charles 
through the door until he stops behind crates. 


Climb up the nearby ladder, eliminate the lone sentry, then shoot 
an arrow at the lantern from your vantage point. As soon as the fire 
spreads, crouch-walk to the next ladder and head to the cells with 
Charles. Loot the quard inside to retrieve the keys and free Eagle Flies. 


A major shootout begins outside, Proceed as usual, moving from 

cover to cover and killing all enemies on the way with headshots. 
Once you reach the blocked door, get to the rear of the nearby cannon 
rotate it accordingly, then aim and fire to open the way. 


Soldiers will be swift to give chase when you escape on horseback 
Gallop constantly by tapping 69/@ repeatedly, occasionally rotating 
the camera without touching @ to deal with anyone in close pursuit. 
Your priority is to escape, though, so keep up with Charles at all times. 
When you make it to the canoe, dispatch the remaining soldiers before 
you jump in 


During the canoe escape sequence, many more foes will attack from 
all sides as you go down the river, including from the rope bridge 
high above. Whenever you notice a red dot on your radar, draw your 


weapon and fire; resume paddling only when the coast is clear. Once 
the current becomes weaker, head for the shore to end the mission. 
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@D * MRS SADIE ADLER, WIDOW — 18 II * 


Headshot the sniper in the bam, 
Secure the bam without taking any damage 
Finish within five minutes 30 seconds 


| This is a brief but brutal battle, To meet the 
deadline, you need to aggressively push forward 
from cover to cover and eliminate enemies with 
precision headshots, exposing yourself only very 
brief ta avoid taking damage. As soon as you 
clear the outside of the ranch, sprint to the barn. 
Methodically take out all the O'Driscolls inside 
without losing a second, including any hiding 
upstairs; once they have fallen, sprint ta Sadie 
in the cabin. 


Notes 


You will find Sadie at camp, throwing knives at a tree. She asks 
you to help her. This is an important decision. If you say yes, the 


mission proceeds; il not, you lose the opportunity to complete it at all 
Assuming that you answer in the affirmative, you can then choose to 
ride with her immediately if you are ready; otherwise, you will need to 
make it to Hanging Dog Ranch on your own. 


Once at the ranch, prepare yourself for a short but intense shootout 
with enemies pouring in from all directions. Stay in cover at al times 
and fire in brief bursts with your most trusted weapon. Closely monitor 
your radar to keep track of your foes, transitioning between cover as 
required — especially if you have been flanked. After à short while, 
you will notice à sniper posted in the barn, at the window upstairs 
dispatch him with a headshot as soon as you can 


As soon as you have defeated all foes outside, Sadie asks you to 
secure the barn. Fighting in the open within such close confines is 
too risky: instead, take cover behind the wooden post on the left-hand 
side immediately as you enter. This should leave you free to kill your 
enemies safely, as they should come to you. Once you're done, join 
Sadie in the cabin 


RED DEAD 
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me The next phase of the shootout is even more demanding, with soldiers | o4Apren 1 
Save Paytah ‘coming from all directions. Eliminate everyone within range from cover, 
Megai | * Get 30 headshots then sprint to another safe position and repeat. Pay close attention to your | CHAPTER 2 
os Finish with at least 80% accuracy radar to quickly deal with any threats that arrive to the side or from behind. | CHAPTER 3 
Complete the mission without consuming any |_{_ When you reach the final stretch with the train in the background, focus | cpapren a 
health items | _{_on the terrace of the house under construction. You will see a soldier } 
en || {_vorestling with one of your allies — dispatch him with a quick headshat.A_| CHAPTERS 
This set of objectives requires you to be extremely Gating gun will soon begin hosing the area with bulets.Sprint to cover, 
effective during the shootout sequence. Do your || | then aim just above the turret’s muze flash ta kill the soldier manning it. | cpiLocue » 
ol e With that done, finish off the remaining enemies in the area 
Notes | _ Uimost 10 eliminate your enemies swiftly with the 0 Eren 


usval technique: jump out from cover and align 
a headshot by ficking @. before immediately 


returning to cover. 


Meet Dutch and Micah at camp. Follow the group once everyone 
departs. The bale begins at the oilfields. As soon as you are on foot 
sprint to cover and begin to engage your opponents. Prioritize the 
snipers on the tower. Afterwards, refer to your radar to ascertain the 
positions of soldiers and adjust your aim accordingly. 


Once on the wooden walkways, sprint toward the nearby building. As 
soon as a soldier bursts out, poised to kill Eagle Flies, take him down 
with an instant headshot. 


More troops await on the other side of the train. You will soon see 
Paytah struggling with a soldier to your left: quickly eliminate the latter 
|_with a headshot 


You will encounter à final pocket of resistance as you go around the 
factory and reunite with the rest of the gang. With the numbers now 
in your favor finishing the remaining hastiles off should be a formality. 
|_After speaking to Dutch, follow him inside the factory and search the 
office upstairs. A few more enemies will attack you on your way back 
you can take them out fram your initial position at the bottom of the 
stairs. Be ready to shoot during the automatic Dead Eye moment that 
occurs after the cutscene: you da not control aiming here, so all you 
have to do is press the trigger when the retile is aligned on your target. 
Ride back to the Wapiti Indian Reservation to complete the mission. 


Before you embark on “Out 
and are happy to press on 
asthisis 


‘all of which have been covered in our walkthrough for Chapter 6 so far. If you ne 


LAST CHANCE! 


r Best Sel 
with the final stages of the story 


sure you are satisfied with you 


a paint of no retum 


urrent progress 


pur last opportunity to complete à handful of time-sensitive optional side 


d to check 
that you haven't missed any of these, refer to the 


ns that follow. You will, of 


Dutch's horse 
Finish within 11 minutes 

Fight through the train with at least 80% accuracy 
ion without consuming any 


Complete the mi 

health items. 
| The key here is efficiency: while fighting enemies 
| 


| Get a headshot in Dead Eye after jumping from | 


Goals 


on the rain, methodically lock an to your targets 
and flick @ before firing to secure instant 
headshots. During the Gatling gun sequence 

no accuracy requirements apply so you can fre 
relentlessly to mow down mounted pursuers 


Speak to Dutch in his tent, then head out with the rest of the 
gang. Retrieve the dynamite with John before rejoining the 
others outside Saint Denis 


As soon as the train passes by without stopping at the station, give 
chase. You need to board it by catching up and jumping tot 


Once aboard, make your way toward the engine car. You will encounter 
many enemies on the way, but cover points are abundant. When you 
reach the dual-wielding foe, stay in cover until he has to reload — then 
take him out with a headshot. 


When the carriage ahead catches fire, move next to John and jump 
from the train to Dutch's horse. Hop back on the next fatbed carriage 
once you are level with it. After the cutscene, an automatic Dead 
Eye moment is triggered: use this to adjust a clean headshot on the 
soldier. 


In the next sequence, you get to man a Gatling gun as mounted 

pursuers arrive from all directions. Monitor their movements on 
vour radar and feel free to fire with abandon — ammunition is not à 
concern here. 


Once you have repelled the soldiers, leave the turret and move 

to the armored carriage up ahead. Plant a stick of dynamite on 
the door, then ignite it with @/ and stand back — or, altenatively 
shoot it from a safe distance. After looting the armored carriage, jump 
off the train before it fall from the bridge that you blew up earlier in 
the story. 
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* RED DEAD REDEMPTION * 


Get to the top of the lighthouse via the ladder, the stairs that follow, 


and a second ladder inside the tower. Your task is now to cover Sadie 
with your sniper rifle. She moves quickly, so you might lose her on à 
first attempt. Use the accompanying screenshot as a reference to get 
a sense of the path she follows from her initial position to the building 
where Abigail is held captive 


From Sadie's starting location, look a few steps to the right and pick 
off one of the two men to initiate the shootout. From here onward, 
you need to clear the way for her. If you struggle to spot the enemies 
attacking her, pay attention to the direction of Sadie's shots, and 
look for the teltale sign of gun smoke that might help to you identify 
assailants. You have plenty of ammunition, so don't feel that you 
need to hold back. Pay special attention to the snipers positioned on 
balconies, as they can be a little tricky to locate. 


Back on the main street, eliminate all the enemies from your 
staning cover position, then run to the pier. Many more 
Pinkertons will attack you on the way: whenever you identify the red 
dats on your radar, rush to cover and kil them with quick headshots 


Get seven headshots while covering Sadie from the 
lighthouse 

After Sadie is captured, reach Abigail and Sadie 
within one minute 

Finish with at least 70% accuracy 

Complete the mission without consuming any 
health items 


efficiency. Dead Eye makes it ar easier to secure 
headshots while covering Sadi from the lighthouse. 
When you need to reach Sade and Abigail within 
one minute, quick kils are vital you could even 
consider sprinting straight to your objective, ignoring 
foes unless they're directly in your way, 


This set of challenges requires a high level of | 
| 
| 
— 


An automatic Dead Eye moment begins when you enter the highlighted 
building: tag the heads of both targets and fire. Repeatediy tap ©/O 
in the scene that follows when the onscreen prompt appears. 


Many enemies will come after you during the mounted escape, 

Ty to secure quick manual headshots if you can, but don't 
skimp on Dead Eye: a full meter, utilized with precision, should be 
sufficient to deal with all of them. After a brief halt at Butcher's Creek, 
resume your journey to find Dutch, 


After the cutscene at Beaver Hollow, the Pinkertons come for 

the gang once again. Remain in your starting cover position and 
fend them off as best as you can. When John invites you to retreat into 
the cave, immediately go after him, Follow him through the tunnels, 
then up the assorted ladders, platforms and ledges leading to the exit 
at the top of the shaft 


During the mounted escape with Jahn, focus on galloping at full 

speed rather than on fighting. If you're fast, your pursuers 
shouldn't pose a threat. Once you're back on foot, eliminate the 
Pinkertons at the top of the hill. You then have a choice to make: going 
back into the cave for the money (EL). or helping John get to safety 
(EB), causing you to lose or gain 10 points of honor respectively. This is 
a very significant branch in the story, with one of two different finales 
playing out in accordance with your choice. 


If you opt to go back for the money, return to Beaver Hollow. You 

will have limited equipment at your disposal as you face hordes 
of Pinkertons. Proceed cautiously to the waypoint, eliminating the 
targets directly in your path and ignoring the others. Feel free to pick 
up weapons from your victims if they represent an upgrade. Head back 
inside the cave and grab the chest in the highlighted area, then retrace 
your steps back outside. 


If you decide to help John, follow him up the cliffs without 
worrying about the shots fired from afar. Once you reach high 
ground, fend off the Pinkertons until Micah arrives. 


When Micah assaults you, a melee fight begins. He is, as you 

might expect, a decidedly vicious opponent. Avoid attacking him 
fist: let him take the initiative, then black and immediately counter 
with a single blow. Don't push your luck with additional hits, and 
repeat the strategy until a cutscene is triggered. The cinematic 
showdown that follows plays out in accordance with the decision you 
made earlier in the mission. 
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* THE WHEEL * 


Medal | # Reach Pronghom without dropping any supplies 


Goals | # 


Reclaim the wagon within one minute 


Notes 


The hardest challenge here is actually to reach 
Pronghorn without dropping any supplies. This. 
requires you to drive very cautiously. Moderate 
vour pace at all times, and slow down for every 
possible hazard 


This mission begins automatically after the conclusion of the 
last. When it starts, your first task is to drive the wagon to 
Strawberry. 


Pull up just before the bridge and head inside the general store 

to speak to the shopkeeper. After the conversation ends, go to 
the doctor’s office across the river to meet with Abigail. You can now 
return to the wagon and drive it to Pronghom Ranch. 


After the cutscene, mount the horse in front of you and chase the 
wagon stolen by the Laramie Outlaws. You can stop it either by cutting 
in front of it o block its path, or by jumping to it from horseback. When 
the dust settles, drive it back to the ranch. 


RENI 


@) * SIMPLE PLEASURES « 


Goals | * Finish within five minutes 15 seconds 


The first goal here involves maintaining a good 
Notes |__ rhythm while milking the cow, alternately tilting 
each stick downward in sequence. 


Medal | * While milking, fil a bucket within 10 seconds 
Ï 


Speak to Mr Geddes, then follow Abe around the ranch until you 
reach the cow. 


Your task here is to milk the cow by alternately tilting © and @ 
downward 


Nest, you need to clean the stable stals. To do so, pick up the nearby 
pitchfork by holding @/. With this in hand, press @/ to scoop 
manure, Press the button again when you are near the wheelbarrow to 
drop it off. Retum the pitchfork when you're done, then head back to 
the house to speak with Abigail 


# Fixthe first section of fence within one minute 
30 seconds 
* Avoid being hit by the bull 


Medal 
Goals 


When the bull charges you, make sure that you 
Notes |_ escape toa safe spot that the animal cannat reach. 
An attempt to simply outrun it is doomed to failure. 


You will find Tom Dickens at the south edge of the ranch. To 
í repair the fence, you first need to pound in the post by pressing 
®/@ muttiple times. Position each rail at the appropriate height with 


When you are called, walk to the nearby corral. Run toward the buil 
and try to lasso it, The bull will resist your initial attempts and charge 
you — be sure to take refuge at this point — but persevere and you can 
eventually calm it with @/. With your lasso in place around ts neck. 
as you continue to hold C2/1D, walk slowly toit, reassuring the animal, 
as often as the onscreen prompt appears 
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@) * FATHERHOOD, 


FOR BEGINNERS * 


Tire out Jeremiah within 45 seconds 

Feed Jeremiah a treat 

Goals | * Teach Jack to ride without his horse bucking him off 
Win the race back to Pronghom Ranch 


The fastest way to tire Jeremiah out is by making 
him jump sepeatediy (@/€9). When his stamina 
meter is empty, gallop at full speed to deplete the 
attribute core. You can feed the horse à treat after 
calming him at the stable, but must do so before 
you enter the corral where Duncan awaits. During 
the later lesson, make sure that Jack's horse 
travels at a gait no faster than a canter. 


Notes 


You will find David Geddes at the back of the farm. 


Abe will show you where to find David's son, Duncan, who needs 
help with nervous horse called Jeremiah. Focus the animal by 
holding C2/1, then press @/@ when prompted to calm him. 


Once the horse has relaxed, mount him and gallop at full speed 
in the nearby fields, repeatedly pressing ®/@ unt its stamina 

meter is fully depleted. Making Jeremiah jump is also very effective 

Once the horse is tired out, ride into the corral where Duncan awaits. 


When Mrs Geddes asks for your help to faal a mare, follow her 

to the nearby stall. You first need to find the foal's legs by 
rotating @. Your controller vibrations will intensify when you are close 
to the correct position. Once you have them, tilt ® and repeatedy tap 
@/ to pull 


Return to your house to speak with Abigail. Back outside with Jack 
mount up and teach him how to ride. During the journey, you can tell 
him to go faster or slower by holding C2/B and then pressing @/O 
or @/@ respectively. Do not exceed a simple canter though: at full 
gallop, Jack may fall. Once you reach the stream, a race begins: gallop 
back to the ranch at full speed if you want to beat Jack to complete 
the related medal goal. 


NV 


Medal | 


Defeat the Laramie without taking a hit | 
Goals | 


Defeat the Laramie within 25 seconds 


Notes Í Focus on defense then launch withering counters, 


|_This mission launches automatically once the two previous missions 
have been completed. All you have to do is investigate the disturbance, 
then defeat the Laramie causing it in a fist fight. For optimal results, 
let him attack first: block his punches, then counter with blows of your 
own — and repeat. 
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RED DEAD 
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@) * JIM MILTON RIDES, AGAIN? * 


en Ì 


Get 10 kits while dual-wielding sidearms 
Get 15 headshots 


| 
Goals | # Complete the mission without consuming any 
health items 
To make the mast af your dual-wielded sidearms, 
move to cover positions that are relatively close to 
Notes 7 d 


vour enemies. Brief bursts of Dead Eye can help 
when aiming at distant or moving targets 


David Geddes is found with his wife at the stable's entrance. 
After the cutscene, run to the stalls and beat up the two thugs 
attacking Tom Dickens. You face two opponents simultaneously in thi 


brawl, so proceed with caution: block each incoming punch and reply 
with a brief counter then repeat. After retrieving your weapons, mount 
up and ide to Hanging Dog Ranch. 


No matter what you say to the Laramies, a massive shootout begins 
shortly after you arrive, Sprint to get behind something immediately. 
Once in position, proceed as usual: jump out and take à shot (preferably 
to the head by fcking @), before immediately returning to cover. 
Repeat this until no more targets remain in sight, then push forward 
to a new cover spot. Pay special attention to the snipers in elevated 
positions, most notably the one on the tower and another on the barn's 
upper floor. After the ranch is clear of all enemies, you have one final 
foe to face inside the barn. Break free by repeatedly pressing ©/O. 
then defeat him in a fist fight and finish hìm off. Return to Pronghorn 
when you're done to complete the mission. 
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* FATHERHOOD, FOR IDIOTS * 


Head back to your house to meet Abigail, then drive the wagon 
to Strawberry. 


Park the wagon near the post office, then head inside to collect 
vour mail, On the way back, you can tell Jack to go faster or 
slower with @/@ or O/@ respectively 


Kill all three enemies in Dead Eye 
After the confrantation, return to Pronghorn Ranch 
within one minute 30 seconds 


Make sure your Dead Eye meter is at least partly 
full prior to the ambush. This will enable you to 
kill the targets immediately. Gallop at all times 
Notes |__and broadly folow the suggested path to return 
to the ranch on time, though you should try to cut 
Ï every corner, especially the hairpin bend at the 
| beginning, to save precious seconds. 


When you are ambushed by three men, a shootout is unavoidable no 
matter how hard you try to defuse the situation. Talking enables you 
to stall a little, though — which will enable you to use a tonic to refill 
your Dead Eye meter if it is empty. The optimal way to proceed here is 
to draw your weapon and immediately trigger Dead Eye, Paint al three 
heads with @ / EER before fring to kill your assaïlants instantly. After 
the ambush, drive back to Pronghorn 


* MOTHERHOOD « 


Finish within one minute 30 seconds 


Notes |__ Run at all times and opt for cow-milking 


“Motherhood” begins automatically on completion of the 
previous mission. Follow Abe and greet the clerk to obtain a 
telegram, then head to the cabin 


After the cutscene, you can choose from one of the three types 

af chores you have been introduced to. Complete whichever you 
prefer, following the onscreen instructions if required. Head to the 
Geddes household when you're done 
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REDEMPTION, 


| Prumen 


Meet Sadie inside the Valentine saloon, then ride with her. 


Once in Strawberry, question people around town to find out the 
location of Nathan Kirk. The Welcome Center is where you will get your 
best tip: the hotel owner will reveal that your target is in room three 
upstairs. When you go through the door, Kirk escapes via the window. 
Follow him, drop down to the ground and mount up. 


within 30 seconds, 


NN 
After arriving in Strawberry, locate the bounty | EXPLORATION 
ATLAS 
After mounting your horse, catch and hogtie the | 
WEAPON 
bounty within one minute 15 seconds 
en Ems 
Run straight to the Welcome Center in Strawberry, {| | rscrpas 
then cut coers as you ext the ravine during the 
chase to meet the time requirements. Il INDEX 
Note that this mission can be played eitherat the | ru sronv 
end of Epilogue — Part 1, or at the beginning of so FAR 


Epilogue — Part 2 STRUCTURE 


CHAPTER 1 
CHAPTER 2 
CHAPTER 3 
CHAPTER 4 
CHAPTER 5 


CHAPTER 6 


EPILOGUE 2 


As you give chase, remember that you need to capture the man alive, so 
keep your weapons holstered. Gallop at full speed, tapping 69/® in a 
rhythm that matches your mount's gallop to save stamina, The red icon on 
vour radar enables you to keep track of Kirk's movements: use this to cut 
corners whenever possible (for example, by turning right as you exit the 
small ravine) until you catch up with him. You will need ta ride around or 
jump over the sheep along the way after the fugitive fires a shot to panic 
and disperse a nearby flock. When you catch up, immobilize Kirk with 
stow him on Sadie's horse to end the mission. 


Finish within two minutes 30 seconds Ï 
I 


When returning from the bank with Uncle, make 
Notes |__ a beefine for Beecher's Hope without paying 
attention to the suggested path. | 


zat 


After the discussion ends, head west to Beecher's Hope to confront 
the squatters occupying the land. You have two main options here: 
give them 10 dollars to make them leave (and gain honor), or kill them. 
Should you opt for the latte, you can easily eliminate them with Dead 
Eye before they can draw their weapons. 


After the cutscene at the bank, retum to Beecher's Hope with 
Uncle. 
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In am effort to give Abigail the life she always wanted, it seemed no great hardship to take gainful employment ExTmas 
at Pranghom Ranch. But as much as you tried to put the past behind, old failings and familiar faces conspíred to ren. 


r drive her away. To convince her to give you another chance, you decided to buy a farm of your own — a small piece 
EFILOGUE a’ FART 2: BEECHER 5 HIOFE of land west of Blackwater called Beecher's Hope. 
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® * BARE KNIJCKLE FRIENDSHIPS * 


After arriving in Saint Denis, find Charles within 


Saturnines to make it on time. Killing the four 


assailants quickly is easy with Dead Eye headshots. 
| 


Medal 
Wed | one minute 50 seconds 
Killalof Guido Marteli’s men within 10 seconds 
Í | | 
| Gallp at ful speed to the saloon and question 
the barender, then immediately ride to Saint 
Notes | 


Speak to Uncle at Beecher’s Hope. In Saint Denis, your objective is to 
find Charles. You will get information on his whereabouts by speaking 
to the saloons bartender or the local fence. Both will direct you to Saint 
Satumines, à short distance to the north 


Once at Saint Saturnines, bet on Charles to make some easy 
money. After the fight, follow him. 


During the ambush at the docks. stay in your initial cover position and 
take out the four aggressors with headshots, then get on the wagon. 
Trigger Dead Eye if you want to make short work of your foes to 
complete the medal goal. 


Make sure you don't draw the law’s attention as you escape 
Saint Denis. Al you have to do here is to keep a low profile while 
Charles is driving 
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* AN HONEST DAY'S LABORS « 


Meet up with Sadie inside the Blackwater saloon, then follow 
her on horseback 


Once on the hl overlooking Armadillo, equip your binoculars to 

survey the land between your position and the town. Mount 
back up after you have spotted your targets and ride with Sadie again. 
She will soon ask you what strategy to use to retrieve the bounty. You 
have three options that all lead to the same general outcome — a 
massive shootout — but you can influence how the battle begins. You 
can opt between sneaking down to pick off enemies one by one (ED). 
or shoot the gang from your current position (EB). The third option of 
threatening the gang leads to the same result as opening fire — but 
completely removes the element of surprise that you might otherwise 
have enjoyed 


The stealth scenario enables you to kill up to four enemies unnaticed 
before the actual shootout begins. Follow Sadie down the canyon and 
coordinate with her to take out the first pair of guards with a throwing 
knife. Sadie will deal with the next man by the bridge. Now crouch-walk 
on the bridge until you're within range to dispatch the fourth target 
with another throwing knife. At this point, the alarm is raised no matter 
what you do; a ierce battle ensues. 


| _* After choosing your approach, escape with Shane 
Finley within five minutes | 
Kill all of Langton’s men during the horseback 
escape 

Finish with at least 70% accuracy | 
| * Complete the mission without consuming any 

| healt tems | 
| 


From the moment you choose a strategy with Sadie_| 
at the top of the canyon, the first goal requires 
you t defeat all enemies in the area and stow 
the bounty on the horse within five minutes. To 
achieve this, opt for a frontal attack. all guns 
blazing, and rely heavily on the “lock on / flick 
|__@ /headshot” technique as you move down the 
|_ sloped path, sprinting from cover to oover. ou have 
|__no time limit to wory about during the mounted 
canyon escape — so advance slowly, taking care 
to eliminate all foes. Monitor your radar to ensure 
|_ that you leave no one alive. 


== =g 


the gang from your current position has two upsides 
you get to pick off your first target for free, and your elevated 
position means that you can snipe several others without needing to 
worry too much about return fire. Once you have cleared all available 
targets, go down the canyon with Sadie to begin the real shootout 


The shootout in the canyon is a rather dangerous sequence — chiefiy 
because the area offers few cover positions, and your foes are numerous 
Advance slowly, methodically eliminating all enemies within range, but 
prioritize the snipers standing on the ridgeline: these wil pose a grave 
danger if left unchecked, Avoid lingering in the open at all costs 


As you progress down the canyon and eliminate most foes in the 

top section, reinforcements will arive from the bottom, some on 
horseback. Stay in cover behind a rock, taking care to ensure that no 
one can get behind your position or flank you. Once most of your 
adversaries have falen, press forward and deal with those that remain 
at the bottom of the canyon. 


Pick up the bounty and stow him on a horse. As you attempt to 

leave the canyon, multiple mounted enemies and snipers will 
ambush you. Feel free to gallop at full speed to shorten the confrontation, 
If you aim for a gold medal, though, you will need to da the exact 
opposite: ride slowly and take them all out methodically. Finally, ride 
back with Sadie to Blackwater and drop the bounty in the cell at the 
sheriff's offie. 
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® * HOME IMPROVEMENT FOR BEGINNERS * 


Medal 
Finish within 18 seconds 
Goals 
I Pull the reins with due vigor as soon as the 
Notes | introductory cutscene ends to complete this 


I |_ obiective 
Speak to Uncle, who can be found beside the campfre at 


Beecher’s Hope. After the cutscene, lean back by tlting © 
downward, and simultaneously tap 69/@ repeatedly to pull the reins. 


You will find Albert Cakes in Blackwater's lumberyard. After the 
cutscene, follow Charles to Manzanita Post 


An ambush takes place on your way back to Beecher's Hope. Stay 
in your initial cover position at first, eliminating all enemies in front 
of you with headshots. After you thin their ranks, transition to cover 
behind the nearby wagon on your right. Be especially mindful of the 
machete wielders that can sprint toward you or your allies: if they get 
within melee range, they can kill their victim instantly. Try to dispatch 
them by flicking @ as you lack on to secure an instant headshot during 
their approach. If they're too close for that, consider shooting from 
the hip without aiming. Should one grab you, tap ©/© rapidly as 
a last resort. 


Headshot all Skinner Brothers hiding up in the trees 
Find Mr Wayne within two minutes 15 seconds 


of using sidearms only, you will need a near-perfect 
mastery of the “lock on / flick ® / headshot 
technique to succeed. Dual-wielding will also be of 
great benefit. 


| Medal | ei 
Goats | * Complete the mission sing only sidearms 
I | * Complete the mission without consuming any 
I |_ heath items 
I | The countdown to find Mr Wayne begins after the 
|_ tool box is stolen. Given the number of enemies in 
I en (including the two men hiding in the trees 
at the clearing) and the accompanying constraint 
Notes | eee 
| 


After you repel the initial wave, more Skinners appear — and one of 


| them will steal your tool box. As you go after them, you will soon 


reach a clearing where à new shootout takes place. Seek cover behind 
the uprooted tree and defeat your enemies as usual, paying special 
attention to the two that are hiding in trees. As before, do not let the 
assailants wielding machetes get close to you or Charles. 


There are many more foes to deal with, including those with 

machetes. Take cover behind trees and prioritúze the latter, then 
finish off the rest. When the last adversary falls, head ta the highlighted 
area to find the tool box on the ground, next to Mr Wayne's body. After 
retrieving what you came for, return to the wagon and head back to 
Beecher's Hope. 
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* A NEW JERUSALEM « 


This mission, triggered by speaking to Uncle at Beecher’s Hope, 
is best enjoyed without any guidance. 


rhythm that correspands with your character’s arm 
movements. Stay alert throughout the sequence 
ready to comply with button prompts whenever 
they appear 


Medal | * Hammer the nails in with at least 80% accuracy 
|| Goals | * Finish within three minutes 35 seconds | 
ij | 
To succeed wit the fist challenge, you need H 
to press 60/@ as if you are initiating each | 
hammering motion. After a few “cycles” you | 

should get the hang of it pressing the button in a 
Notes % hall eeld 


Force Cortez's men to flee from Rhodes within 
30 seconds 
Get four hip fire kills | 


Medal | „Get ive headshots while covering Sadie with along | 

Goals Nn |I 
scoped rifle | 
Complete the mission without consuming any 
health items If 
You can take care of the first wo objectives 
imultaneousty by adopting a very aggressive strategy 
once the shootout in the sheriffs office begins. Barge 
through the door and trigger Dead Eye to take down 
multiple enemies instantly. Follow this up by shooting 

Notes |__ from the hip with a powerful weapon to kill any 


four foes that are stil alive, then deal with survivors 
however you see fit. Securing headshots with a long 
scoped rifle while defending Sadie should then be 

child's play for capable snipers. If you struggle, brief || 
bursts of Dead Eye can greatly ease the process. 


You will find Uncle sleeping at the foot af a tree. Mount up and 
follow him to Blackwater. 


Once at the lumberyard, speak to the owner, Albert Cakes. After 
the cutscene, ride with Sadie to Painted Sky. 


Investigate the barn to initiate afst fight with Ramón Cortez. As 
ever, let him attack first, block, then launch a counter. 


* A QUICK FAVOR FOR AN OLD FRIEND « 


When you getto Rhodes, pick up the bounty and drop him in the 
cell at the sherif's office. After the cutscene, a shootout begins 
You can take out several men from your initial cover position by the 
door; activating Dead Eye works well here, as the thugs are close to 
each other. Once you run out of targets, step outside and deal with the 
hostiles in the street. After the cutscene, mount up and ride with Sade. 


Once at Dewberry Greek, cover Sadie using your sniper rifle. At first the 
enemies will be close to her position, which makes it easy to identity 
and deal with them. After a while, though, assailants will open fire 
from further away. If you struggle to locate them, observe Sadie: you 
can trace incoming shots back to the individuals responsible and deal 
with them accordingly. 


When Sadie calls you, join her at the campfire and take cover by 

the wooden pilars beneath the raitway bridge as you eliminate 
all the enemies on the other side. You can continue using the sniper 
rifle here, or switch to another weapon if you would prefer to benefit 
from the lock-on system. Push forward and kill all foes on the way until 
you arrive at the beach. Take cover behind the rocks as you clear out 
the last few opponents. 


With all foes dead, you can now aim at Cortez's boat to threaten 
him and make him turn around. A final wave of enemies will 
attack you after the cutscene; you can dispatch them all from your 
initial cover position. When the battle ends, pick up Cortez and stow 
him on a horse, then deliver him back to the sheriff's office in Rhodes. 
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W * INCLE'S 


BAD DAY * 


MANZANITA 
„POST 


Walk to Uncle outside the new barn at Beecher's Hope, After 
the cutscene, follow Charles on horseback to Tall Trees. 


Leave your horse in the designated area and walk with Charles. 


When you run into a pair of Skinner lookouts, take one out with 
your bow; your companion will deal with the second 


Charles will soon scout an incoming patrol of three Skinners. Feel 
free to kill thom if you wish (bow headshots are required to complete 
a medal goal), though allowing them to pass is a perfectly valid 
alternative. A little later, quietly follow the wagon that arrives. When 
its driver stops to attend to the body that was being dragged in its 
wake, dispatch him with an arrow. 


Climb on the highlighted boulder and equip your binaculars to survey 
the camp. Look toward the campfire to identify Uncle in a precariaus, 
position. 


After the cutscene, an automatic Dead Eye moment is triggered. 
Yoy do not control the aiming here: just press @2/@ when the 
reticle is aligned with the head of the Skinner attacking Charles 


Get five headshots using the bow 
After freeing Uncle, return to Beecher’s Hope 
| Medal |__ within three minutes 10 seconds 
| Goals Finish with at least 80% accuracy 
| Complete the mission without consuming any 
health items 


You can fulfill the first objective by using the 

bow to kill one of the two lookouts, then the 
three men patrolling in the forest, and finally 

the wagon driver. This leaves you free to equip 
frearms during the main shootout. The remaining 
objectives demand ruthless efficiency as you 
eliminate targets. especially during the escape 

| sequence to ensure that Charles has no call to 

If stop walking. Mount up and leave as soon as you 
reach the horses. 


Run down to the camp's entrance and take cover by the closest 

tent or solid object before you start eliminating the Skinner. 
Push forward when you run out of targets, using the radar to identify 
the positions of your foes. Once you have cleared the camp of all 
hostiles, cut Uncle free. 


{_During your escape, multiple waves of enemies will attack you as Charles 
carries Uncle. Your objective is to protect those two, so stay a few steps 
ahead and be swift to kill all threats with headshots, flicking @ every 
|_tme you lock on. Look out for machete wielders in particular. There are 
many cover points yau can use along the way, including crates, barrels 
and rocks. As soon as you reach the horses, mount up and fee. After you 
deal with a handful of additional enemies during the escape, the rest of 
the joumey back to Beecher’s Hope should be entirely uneventful 
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2) * TRYING AGAIN * 


Medal | * Catch a fish | 
Goals | * Finish within five minutes 20 seconds | 
j 


Hold 69/@ to walk quickly to the river. This will 
Notes |__ save precious time and help you to complete the 
second requirement 


5 _ | Prmen 
5 
í 
You will ind Jack reading à book under a tee outside Your | ocLoparion 
house at Beecher’s Hope. Walk to the river with him. 
ATLAS 


At the fishing spot. employ the usual commands (or follow the_| weAros 
onscreen instructions) to catch a fish. When Jack starts | srews 
worrying about Rufus, put your rod away and search for the dog 


EXTRAS 
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Explore the highlighted area, on the east side of the path leading to | CHAPTER 6 
the fishing spot, then sprint back to Jack when he calls you, Follow the | epiLocur » 
onscreen instructions to suck the venom from the wound, 


* A REALLY BIG BASTARD « 


nnn 
Jr 


Abigail awaits inside the house at Beecher's Hope. After the 
cutscene, mount up and follow Sadie into Tall Trees. 


After her brief halt at à small campsite, stay with Sadie as you close 
in on the bounty. When she loses the trail, activate Eagle Eye to reveal 
the footprints and press FD / GER to focus on them. Continue until you 
reach à small cabin 


Shoot the bear four times as it charges | 
Headshot both rival bounty hunters in Dead Eye 
Finish within seven minutes 15 seconds 


| 

When you reach the small campsite, don't | 

dismount; instead head toward the cabin to save ĳ 

time. The automatic Dead Eye moment makes it | 

Notes |__ casy to shoot the bear four times as it charges | 

r the animal lees, restore your Dead Eye meter | 

with a tonic to prepare for the confrontation on | 
I your way back to Blackwater. 


When the bear charges, fire at it multiple times during the 
automatic Dead Eye moment, though you shauld nat expect to 
kill it. During the ensuing struggle, mash ©/@ to break tree. 


You now need to escort Sadie back to the Blackwater sheriff. As soon 
as you run into two riders who talk with Sadie, feel free to open fire in 
advance — they will attack no matter what. If your meter allows for it, 
dispatch them with Dead Eye headshots to complete a medal goal. The 
mission ends when you reach the sherif's office. 


® * A NEW FUTURE IMAGINED « 


Medal 
Finish within seven minutes 30 seconds 

Goals 
Use every opportunity to save time by galloping, 
walking, and rowing straight to your next 

Notes se ate 


destination, and this should be a very easy gold 
medal. 


Once you have parked the wagon at the designated spct, go the 
photo studio and select a backdrop, then have your photo taken 


Next, take Abigail to the Imperial Theatre across the street 
Head to your house at Beecher's Hope where Abigail awaits. 
Get on the wagon and drive to Blackwater. 


Finally, head to the nearby shore and row out onto the lake. Be 
Í ready to follow the onscreen prompts when they appear. 


® * AMERICAN VENOM * 


Help Sadie catch Cleet within 35 seconds 
Headshot the sniper who shoots Charles 
Finish with at least 85% accuracy 

Complete the mission without consuming any 
health items 


To catch Cleet within 35 seconds, you need 

to cross the bridge as soon as you arrive in 

Strawberry to trigger the chase immediately. Our 

Notes |__ walkthrough will help you to complete the other 
objectives, though you will need à high level of 
shooting expertise to meet the 85% accuracy 
requirement. 


Join Abigail in the living room at Beecher's Hope, then follow Sadie to 
Strawberry. On arrival, cross the bridge to find Cleet, then chase him 
as soon as he starts running, 


| After the cutscene where Charles is shat, sprint behind the rock in 

front of you. Your objective here is to kill the sniper. To do so, you can 
After Sadie catches Cleet, beat him then drag him to the gallows | either pick him off using a scoped rifle from your starting position, 
and tie the noose around his neck, Follow the onscreen prampt | or dash from cover to cover until you are within range ta shoot back. 

to threaten Cleet by moving the lever. It is then up to you to decide | You'll need to score a headshot if you are trying to secure the related 

whether to hang or spare him — though the latter option will reward | medal goal: activating Dead Eye can really help here. After checking on 

vou with honor. Whatever your choice may be, mount up afterwards | Charles, run up the hill with Sadie. 

and ride with your companions towards Mount Hagen 
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As you ascend, multiple thugs will attack, including a few snipers 
deal with the latter quickly. Advance cautiously, sprinting from cover 
to cover and eliminating all targets in sight before you move on. Don't 
forget to manage your attribute cores throughout this entire sequence: 
topping up your health core, in particular, will help you to heal between 
each confrontation 


After the cutscene at the top of the hill, you immediately face 
three men that you can eliminate as you please. Keep pushing forward. 
dispatching all foes that you encounter as quickly as possible. You 
have very few cover points in this area, so it's critical to employ the 
lock on / flick @ / headshot” technique to kil opponents rapidiy. 


After you pass through the narrow rocky section and kill the 
enemies on the other side, be ready to tum around and take cover 
against the nearby rock: multiple foes are just about to attack you 
from behind. Defeat them one by one, including those positioned 
on the cliff 


As you run up the next steep hill, three thugs will appear at 

the top. You have no cover available, so eliminate them 
rapidly with chained headshots or Dead Eye. You will find a second 
campsite at the top. Sprint to cover and dispatch the men in the 
area; they tend to pop out unexpectedly, so stay on your guard. 
Health management is of paramount importance here, so take the 
time to replenish your core if required to ensure a maximum recovery 
rate. A few opponents will attack as you approach each of the four 
highlighted zones 
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You will eventually encounter Micah after searching the final marked 
area, outside à mountain hut. A vicious duel soon begins, and your foe 
is formidable: he fires quickly and is prompt to return to cover, leaving | THE STORY 
you with no real window of opportunity to hit him. A conventional fight | SO FAR 

is therefore not a realistic option — so use your wits instead. If you look | sraucrune 
up, above Micah's cover position, you will see a lantem: shoot itto_ | cuapren , 
cause a fie, This will force Micah to transition from his hiding place to 
the nearby wood store shed. Be patient, fire a few shots between his 
volleys, and he will soon move behind the outhouse — at which point, CHAPTER 3 
victory is yours GIAPTEN 4 


CHAPTER 2 


The events that follow are best experienced without any form of | CHAPTERS 


guidance. 


JAPTER 6 


EPILOGUE | 


en told, but the game is far from over. After 
the closing credits, play resumes at Beecher's Hope, Y 

tum your attention to the incredible variety of activities 
that stil remain, including stranger missions, bounty hunting. 
obberies, challenges, and so much more 


Ifyou need any assistance plore such opportunities, or 
are striving to reach total completion, our guidance continues 
in the Exploration chapter that lies just over the page. 


EXFLORATION 


This chapter o comprehensive presentation of optional endeavors, 
pere encounter on your travels ihr: his Se il 
Hed Dead Redenplion 2. 


II 


INTRODUCTION 


Red Dead Redemption 2 wil never leave you at a loose end with nothing to, 
do. This is a game where you could happily spend hours upon hours simply 
moving from one place to another just to marvel at vistas, or peer at fine 
details — but when you can tear yourself away from the sights, sounds and 
sheer armasphere, there are countless activities to get involved with 


This chapter is first and foremost a guide to all pursuits, additional 
stories and miscellaneous activities that you might want to experience, 


|_butitalso offers à more in-depth look at core systems (such as attributes 
and underlying mechanics) that will help you to better understand and 
enjoy the game. Itis also, by necessity, rather extensive. If you would 
like to jump straight to a particular section of interest, be sure to use 
the Index Tab on the right-hand side of each double-page spread to 
quickly flick through to the information that you seek. 


HORSES 


con on] 


American Standardbred 


© | neren 
© | nic 
© | entuchy Sacdier 
© | Amercan Pant 
)_|Apmoloosn 
© | tennessee Walker 
© | American Thoroughtred 
© | Mustoro 
)_| Hongaren Hoi Bred 


)_| Arabian — White Coat 


Mustang Tiger Striped Bay Coat 


Lm ad 


Horses are the mast convenient way to travel through the vast expanses 
of Red Dead Redemption Z's world, but they also serve as mobile 
inventories, and a means to convey heavy objects (such as captives, 
animal carcasses, and so forth) to destinations in a timely fashion. 


The three main ways to acquire a new mount are as follows: 


In the wild: You will regularly run into wild horses that you can tame. 


Ambient: You will also regularly find horses that have been hitched 
by their owners, particularly in towns. You are free to steal them, 
though you should be wary of witnesses. Along the same lines, you 
can cut horses free from wagons to make them yours. 


Stables: Finally, you can buy new mounts at stables. 


A horse will only truly become your main maunt if you put your saddle 
on it —a feature unlocked after you complete the “Et Pursued by a 


Bruised Ego” story mission (see page 46). To do so, approach your 
intended mount with a saddle in hand and hold «>. You can only have 
one saddle, and therefore one main horse, at a time. To remove your 
saddle from your current horse, focus on it (hold C/D) then hold © 


* WILD HORSES * 


Capturing and taming wild horses is a free method of acquiring new 
mounts. Many breeds are available in the wildemess — as revealed 
on the map above. Keep in mind that this shows general habitats: you 
| may need to look around a litle to find the species you're after in each 
territory 


To break à horse, you first need to approach it while locked on 
lasso it, or walk as slowly as you can and take every opportunity to 
calm it with @/. Once in close proximity, you can mount it by 
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holding @®/D to initiate a rodeo sequence. Your goal here isto stayon | 


the horse's back by tilting ® in the opposite direction to where it pulis. 
If you manage to stop it from bucking you off, ride it for a while and pat 
by pressing @/ sr, i will soon be tamed and become à “temporary 
horse”; to claim it as your primary horse, you'll then need to equip it 
with your saddle 


There are three extremely rare types of wild horses in the game: 


Two of these are shown on the map: the white Arabian and the 
tiger-striped bay Mustang. 

The third one is a splashed white American Paint. This specimen 
does not have a set location. Instead, it randomly spawns at 
ambient campfires around the world, where hostile campers await. 


* HORSE ATTRIBUTES * 


All mounts have four primary attributes: stamina, health, speed and 
acceleration. The first two stats regularly pop up during general play, 
while the speed and acceleration stats can be seen in the info 
window when you study or focus on each animal, when you open 
the horse wheel, or when you visit stables 


Stamina: The level of physical exertion your horse can endure, 
such as when galloping at full speed, swimming, or jumping. 


5 
hd Health: The amount of damage that your horse can sustain. 
Speed: Determines the top speed of a horse. 


‘Acceleration: Governs the rate at which a horse will accelerate 
from a stationary position to top speed. 


Each of these attributes starts at a default value. For example, à horse of 
the Morgan breed has initial parameters of 2 3, 3, and 2 respectively 
all of which translate into segments (referred to as tanks”) in the 
corresponding meters. Horse attributes can be improved, and the 
respective meters extended, via the following methods. 


Horse Equipment: Certain pieces of equipment can improve your 
horse's stats. Saddle and stirrup effects, for instance, add a hidden 
bonus that can be seen in the pause menu (Player > Horse > 
Tack), such as reducing the drain rate of cores and increasing the 
recovery rate of meters. 

Bonding: Your horse wil receive one additional stamina tank and 
health tank when your bond with it levels up (see page 140). 


There are a few extra features worth mentioning here 


Horse attributes can be upgraded to à maximum of ten tanks per 
category 

Ita horse's stamina core is fully depleted, its top speed will be 
reduced by a third. A similar penalty is applied when its health core 
is dangerousy low. 

When a horse carries an additional human ora large animal, its 
top speed will be decreased; the stamina meter will also drain at 
‘an accelerated rate while riding up slopes. 

Both horse cores are fully restored when you sleep. Hitching a 
horse to posts and leading à horse will refill cores to 55% and 45% 
respectively. 

A horse will become agitated it you push it to galop atfullspeed | 
when its stamina meter is fully depleted. If you persist, it could 
buck you off. It may also become alarmed and dislodge you when 
à predator is nearby. 


* HORSE CATEGORIES * 
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Horses belang to at least one of seven categories, each associated with | missions 
à handling archetype. The base attributes of a horse depend on the 
category it belongs to. As a rule, riding horses have the lowest atributes, 
and superior horses the highest — though there are some variations. ATLAS 
WEAPONS 
Riding: These horses are the mast common in the world, and make | ews. 
up most of the ambient and wild population. They tend to have low 
attributes, Ee 
Draft: Common horses that are generally seen puling wagonsand | woex 
coaches. They are big and slow but have slightly higher stats than 
riding horses. 
Race: These horses have higher speed and acceleration, but lower 
stamina and health 
War: These horses have higher health and stamina, but lower 
speed and acceleration. ee 
Work: These horses have higher stamina, average health and camp 
speed, but lower acceleration HUNTING 
Mutti-Class: These are à combination of two classes. They tendto_| syma 
be rarer and more expensive, but offer above-average attributes 
Superior: Though rare and expensive, these horses can possess ATTRIUTES, 
exceptional attributes. Honor 
CHALLENGES 
Law 
* ADDITIONAL ATTRIBUTES x | SUN 
nogsenies 
BOUNTY 
HANDLING HUNTING 
Handling is an attribute that determines the “feel” of a horse and how | srnancen 
it reacts to your commands. A horse's handling archetype depends on | missions 
{he category it belongs to, as shown in the following table. Generally | suwstunoens 
speaking, the further you go down this ist, the more reactive and agile 
your horse will feel. LOANBEAIING 
TREASURE 
HANDLING ARCHETYPES hunne 
CEN |. 
Heavy | Droit horses 
mbr | di va vd mi jj eeen 
Race__| Roco horses || | raare caMes 
Elite __ | Superior horses || | cuamce 
TT | ENcounens 
SPECIAL 
HORSE WEIGHT SMO 


The weight of your horse is determined by how often you feed it. This 
parameter has a range of O (corresponding to an emaciated condition) to 
100 (relative obesity). By default, your horse can be deemed to be fuly 
“fi” when its weight rests at 50. Calories that it gains when you feed 
it increase the weight value; extended periods without sustenance will 
cause it to decrease. Calorie values are listed in our Items chapter: sce 
page 310, 


An overweight or malnourished horse will experience a small reduction in 
‘op speed, so take care not to neglect or over-indulge your mount. 


GLEANLINESS 
As you ride your horse during your travels, it will gradually become dirty. 
Excessive grime, indicated by a red brush appearing in the health core 
icon, increases the meter drain speed by 25%. 


To clean your horse you will need to brush it. An alternative method is 
to ride it through a suitable body of water. 
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* HORSE DATABASE * 


You can learn more about a horse by focusing on it while in close | Most cell headings in the fact sheets found here should be self- 
proximity (hold C2/1), or by scrutinizing it through your binoculars. | explanatory. The one called “Base Value” corresponds to how much it 
Either way, hold 1) / GER to study it; once the circular gauge is full, you | will cost to buy it from a stable. This total is also used to calculate the 
can press the button again to show some ofthe animal’s information. | sale price. The proportion of the base value that you can obtain when 
selling à horse is determined by two factors: how you acquired your 
mount, and what your bonding level is 


In this section, we offer an exhaustive appraisal of all horses using 
individual fact sheets, sorted by availability I 
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Bonding represents the level of trust and 
understanding between you and your horse. 


There are four bonding levels beyond the initial 
state of unfamiliarity. These can be reached 
by accumulating bonding XP. Whenever you 
reach the next milestone, your bond with that 
horse will level up. The bonding XP required to 
reach the next level depends on the combined 
valve of a horse's primary attributes: stamina, 
health, speed and acceleration 


BONDING: XP-INDUCING ACTIONS 


CATEGORY ACTION 
Broaking Wild Horse 
Trust Earned 


Widor | 
Stalen Horse | 
Equipping Saddlo 
[ Pat 

Reassuring iel 
Calming 
Applying Ointment 

When Dirty 


When Clean 


Grooming 


Feeding Treat 


Feeding _ | Feeding highly nutritious food 


Feeding nutritious food. 


Walking/Trotting 
Gallop/Fult Gallop 
Leading 


Movement 


| 
| 
| 
| 
| 
| 
Í 
| Hitching 


Troveling 
Unloading 


eRouP 1 GROUP 2 cRouP 3 crouP 4 
BONDLEVEL | (srars;112) | (STATS:13-16) | (STATS: 17-21) | (STATS: 22-30) 
|| o oe oe or oe 
| KEN 50xr oe | sor ox 
L® 2 0x 0x 0x 0x 
Se 
| EET: wor ao nor 
md | + + + 
| KCE oo xe z0xe 1000 xe 1a00xP 
Ed zen 
| roainegsiea | vosoxe 1450 XP 1950 XP zasoxe | 
I J 


All purchased horses begin at bond level 1. Wild and stolen horses, on the other hand, begin at 
level 0. You need to earn their rust by performing any of the XP-inducing actions listed in the 
table below until your bond with them reaches level 1: at this point, they become your temporary 
horse and will respond to your commands 


xe Notes 
25 Wan you toms a wild horse 
15 Earmod after riding for a while | 
Bings XP | wo erva XP given beyond 50 
5 Whoo the horse is calm; caoldoun of 5 seconds 
15 When the horse is agitated IË 
| 
15 Dir level between 10 and 100 | 
1___| Oitlvel between Oand9 | 
5 Anytime | 
t5/571 | Beeta ooien pasar higher 5.5, AP avade depending ont | 


condition ofthe relevant cores — 0-75, 76-85, or 86-100 respectively 


571 __| Benefitot food is 25-49 core points; 5 ar 1 XP awarded depending on the condition af 
the relevant cores 0-76 or 76-100 respectively 


Zevery5 sees | If burdened: 1 every 5 secs 


Tevery 5 secs | Even when carrying a large load 


Zevery5 socs | Even when carrying a large load 


Only once per area and per 12 in-game hours; subsequenthitchings before the 


Ea conditions are reset give 1 XP IË 


The horse must have carried the load fo at lest two and a half in-game hours: below _ || 


5} this, only 1 XP is awarded ĳ 


As your bonding level with à horse grows, you unlock various bonding perks and rewards that develop the animals potential 
BONDING PERKS PER LEVEL 


gonone | eren | meren | me VRange | TEAR 
Level 1 - - 12mins | - 185-205m, 4 segments 
Level 2 +1 tank +1 tank 25 mins | Rearing (ED/ EER + @/ when stationary) 225-260m 6 segments 
level3 | +ttank | +ttank | 3Omins | ERGO | 2050 Bsegments 
level | cttank | +ttonk | Omins | ele bef le 30m Bsegments, 
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+ RESPONSE * 


The whistle range determines the distance 
in meters at which your horse will respond 
to your calls. By default, your whistle range 
starts at 185 meters. For every 10 bonding XP 
that you obtain, the range is extended by one 
meter, up to a maximum of 205 meters at level 
1. When you reach level 2 you receive a bonus 
of 20 meters, taking the starting range for 
level 2 up to 225 meters. The same increments 
apply until you reach the optimal. whistle 
range of 350 meters at level 4. 


You can have up 10 tw 


horse (€ 


ring your saddle 


1 time: a main horse (ef) and a temporary 


Your main horse is the one currently 


___TEMPORARY HORSES 


active horses at any 


have reached bonding level 1 but has never 


saddle. A main horse can al 


me à temporary horse if you transfer 


ur saddle to a new mount 


Horses that 
1 with are né 


Atemporary horse is one with which you 


+ HORSE ITEMS « 


| cores. 


Many tems can be used to restore a horse's stamina and health meters, or to replenish depleted 


There is an additional (albeit hidden) system | ed 
that determines your horse's reactivity to your || Ben RE HEALTH STAMINA 
whistles: the response bar. The higher your I rn CONS CORE 
bonding level, the more the response bar is 
extended (four segments at level 1. sixsegments | || Horse Meal Sn sane: Ee ei 
at level 2, and eight segments at levels 3 and 4). | || Beets TEE: ere B 
Every time you tap or hold € to whistle, the bar | || Carrot 82 62 
fis inrementaly.Broady, each tap fils helf of | |-Har Cue “| & 
a segment at level 1, one segment at levels 2 | || Classic Oat Cakes E3 EE 
and 3, and two segments at level 4. The more | Wid Carrot wild) E 
Celery 1 25 
vou fil the response bar, the faster your horse's | |C 5 5 I 
gait will be when it moves toward you =n T TE 
Peach Ï 25 25 
In short: you can press @ repeatedly to make | || pear 5 Ei 
your horse come to you more rapidly, and this | |{ Ginseng 2 4 
works even better at higher bonding levels. |Loregano 25 12 
Burdoch Root (wild) as mn 
Wimtergreen Berry (wd) | 2 
NEARENGE [Zer goiere wind) nnn En 
[ RESPONSE SEGMENTS | ||_Chanterettes (wild) Ï 25 Ì 
|_ Parasol Mushroom (wild) 25 
| al Ram's Head Mushroom 5 
Canters to. | 50m | 50m | 40m | 30m | 20m ||| ||Wild Mint Ee + 
Blackberry (wild) ol 
Totsto. | 30m | 25m | 20m | 15m | 10m ||| || Resoberry wid) zel 
Creping Tym wy ni L5 - 
Walks wo. 10m | 10m | 10m | 10m age (wild) 25 
= |{ Currant (wild) L 25 
| [waa reverlew % 
Sugar Cube EE: 
Pegpermnt (met 
English Mace (wid) 1 
*HORSEDEATHA || ommen oat wa Ï z 
A REMEDIES 
When your saddled horse loses all of ‘ts health, | || Horse Rmviver an! 
Ît enters a near-death state where you have a | || special Horse Reviver 1 Rt 
small window of opportunity to save it with || ee, … 
a horse reviver. The time available for your | |[-opsnad 10 
intervention is increased at higher bonding Reger 10 + Fortified for 
levels. Horse revers can be crafted, ooted, or || DA DEE 
purchased at any stable for a moderate price, so | || Pater aant he = | 
we encourage you to always keep one in your | || speci 1e ori or 
satchel for emergency situations Li en 
If your saddled horse dies, your saddie wil | | Te En 
remain on its body and wil be marked on ||| 29% 2 hours } Hf 
vour radar (2). It will stay there until you ||| Poten: eden 
collect it — unless you enter a stable or start a Special 10 « Fortified for 
mission, in which case the saddle is retrieved 10 hours 
automatically. Note that horses exclusive to the BRODMING TENT 
pre-order, Special and Ultimate editions of the | || Hors Ginment Ei ide 
game are unique in that they respawn at the || sore Care Package E 100 Galdfor [100 + Gold for 
Valentine stable when they die ij es Le le 
u ij 
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_ TRANSPORTATION 


The ability to abbreviate certain journeys can be welcome feature when you are engaged in travel-intensive activities, such as treasure hunting 


or resource gathering. There are three methods that enable you to move directly toa specific destination: fast travel, trains, and stagecoaches, 


hekel 


FAST TRAVEL 


‘After you upgrade your lodging at the Van der Linde camp via the ledger 
(see page 143), map appears on the side of Arthur's wagon (or inside 
his room at Shady Belle). If you examine it by holding @/, this opens. 
à Fast Travel menu in which you can choose to jump to key locations 
(see accompanying list) on the proviso that you have visited them at 
least once before. When you select an entry, you will automatically 
arrive at the destination in question after a brief cutscene, 


Possible Destinations: 


Annesburg Rhodes Valentine 
Emerald Ranch Saint Denis Van Hom Trading Post 
Lagras Strawberry Blackwater” 
TRAINS 


Trains are the most convenient way to travel quickly between towns. 
All you need to do is buy a ticket from a station, and you will reach your 
destination in a few seconds 


Served Stations: 


Annesburg Rhodes Valentine 
Benedict Point Riggs Station Wallace Station 
Emerald Ranch Saint Denis 

STAGECOACH TAXIS 


Much ike trains, stagecoaches offer you a fast and convenient way 
to travel between towns. Interact with à stop sign or coach driver 
(3). buy a ticket to the destination of your choice and you will be 
transported there after a brief cutscene. 


Served Stations: 
Annesburg MacFarlane’s Ranch® Tumbleweed” 
Armadillo Rhades Valentine 
Blackwater Saint Denis, Van Horn Trading Post 


Emerald Station Strawberry 


* From Epdogue 1 omward 
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_EAMP 


Through most of the adventure you will have access to à camp where the Van der Linde gang is based. This location is a starting point for various 


missions, as well as assorted services, amenities and optional events. 
Red 
CAMP & GANG MORALE 


You can improve gang morale via the following methods: 


Donating money and items at the tthing box, next to the ledger, 
as wel as by hunting and delivering game to Pearson to help keep 
everyone suificientiy fed. 


Partaking in chores. These are simple activities that you can 
complete as and when you see fit. The work available depends on 
your current camp. 


« Chopping wood 

« Taking hay bales to feeding points for horses 
« Taking grain sacks to Pearson's wagon 

« Emptying/filing water buckets 


Purchasing the lodging upgrades via the ledger interface, 
particularly Dutch's lodging (tier 2) and everyone else's tent (tier 4). 


Completing item requests to help fellow gang members. 


** 


Contibuting in these ways helps to keep the camp well supplied and 
happy, which in turn results in à number of benefits. Most notably, you 
will find more items that you can periodicall pick up for free at the 
three supply stations: pravisians at Pearson's wagon, ammunition and 
arms at Arthur's wagon, and health supplies at Strauss's wagon. You 
will also notice a better overall mood in the camp, with fellow gang 
members complaining less — and donating more to its upkeep. 


CAMP UPGRADES 


After completing an early mission for Leopold Strauss, you will be able 
to upgrade various features of the camp itself via the ledger outside 
Dutch's tent. These upgrades require laily substantial financial 
investments, but they lead to significant benefits — such as unlocking 
the Fast Travel feature, or improving the range and quality of the free 
supplies that you can claim when you visit. To increase the camp funds 
required to purchase such upgrades, you can contribute directly by 
making donations via the tithing box close to the ledger. 


This section reveals all possible upgrades and their attendant costs 


LEDGER: SUPPLY UPGRADES 


HEALTH 


AMMUNITION 


EEH | cost) mesrock _ provisions Resrock | AMMUNTON | cos | mesrock 
Pistol Cartridges 
zhe Bread Rol tal Corien 
Tjen sis Crackers, Cheese, s15 rbe d ss 
Assorted Biscuits ed 
Canned Vegetatie, 
Snake Ol Repeater Cartridges 
2 | Simulants Prent | s30 ss Pez r PE <25 — Regular seo sio 
| Biners hel Arawheads 
Throwing Knives, 
| Kentucky Bourbon, Canned Salmon Shotgun Shells 
3 | Mido | so 15 Cannedfruit_ | 45 sao =Reguir.Rile | se0 sis 
{ Guarma Rum Chewing Tobacco Cartridges — 
| | Requlr 
| Patent Miracie | Fire Bottles, High | 
| & | Tonic,Patent Health | 75 s75 ete Om 855 $50 VelociyBepeater | sio | 20 | 
L Cure d Cartridges | 
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CAMP UPGRADES (CONTINUED) ITEM REQUESTS 


Throughout the adventure fellow gang members will sometimes ask you to bring them an object they need. Completing these mini-assignments will enable 


vou to leam more about these characters. You will also obtain assorted rewards, either immediately or at your lodging on a subsequent visit to camp. 
LEDGER: STRUCTURAL UPGRADES EEN kl ramen 
[ a MISSIONS 
| ExPLonATIoN 
dir r-Bne itn | denk | wer dntm RE 5 wont hi 
{[odoing Ter 2 (Fist Things Firsy_ | Encourages ther gang members to donate more [so ATLAS 
| Lodging Tier 3 (Next in Line) Unlocks fast travel (via the map at Arthur's lodging) and adds cigarettes and hai pomade |_s5 Chapters 2.3.4 ir Bu HarPonade | Canmoncolectiesaldingeneolsues | LR WeAPons 
Improve the mood af ther gang members, edes the at at which they consume supplies Le de | 
Lodging Tier 4 (For Everyone!) C 5 sao : : Irems 
rn bellen Ane b En Chapters 2,3,4 Bam-8om CHARLES Moonstine__ | Common collecte; sld infancoshops | Fire Arows 
[Horse Station | Adds hitching points and enables you to retrieve horses from the stables or recall your main horse tocamp | $300 + Aen 
{|_Chicken Coop Adds eggs to the camp stewis cooked by Pearson, which makes them mare nuitious sus_|| Chapters 2,3,4 Bam-tpm CHARLES Oleander __ | Common collectie PaisanArows || | moex 
‘[ Leather Working Tools Unlacks additional rafting optons lor Pearson 3225 
il J es L | Epilogue 2 Bam-Bpm CHARLES Eagle Feather __ | Hunting Horse Reviver 
(cams zoet end EN | | 
En fishing spots On a desk inside tho Verwr's Echo shack IN Pea 
Chapters 23,4 Bam-Spm DUTCH Pe (west of Walace Station, near the west Spurs 4 
Honses 
edge of the warld map] 
| } } t TRANSPORTATION 
PEARSON: SATCHEL CRAFTING UPGRADES® 5 Chapters 2,3, lpick up re | ‚Eerd | osea | Shewinmefog | Ons coffee tabl inside a house in the ren cauP 
l Decetul German near Hosea) | Hosea sees vou (book) Bayou {nartiwest of Saint Denis) 
UPGRADE : REQUIREMENTS INGREDIENTS | reading) HUNTING 
| ones suche Tier-3 madicine/ealt supplies ledger vpograde [Peret Deer Pel Palet Buck Pol Perect Ek Pol ord En NEF tant Modo |! | Fistine 
|L ngrodiontsSatchot Donate fw aumal carcosses to Poarson |Prtect Deer Pelt Prtect Badger Pat, Porlect Squirrel Pol | | | | tante 
KitSatchel Donate three valuables at the hing box next o the ledger _ | Perfect Daer Pe Perect El Pet Perfect Panther Pet Garter? Fe Jack | Agatsminte | ete lome ano ief Oving tom wo 
Provisions Satchel Tler-3 provision ledger upgrade _{ Perfect Deer Pat. Perfect Bison Peht, Perfect Raccoon Pelt | |E | | leid es 
|[Materiats Sarchet [erat uee recipes ata camo | Prloct Deer Plu Porlec Baar Pet Perect Iguana Skin | En alen: cHALLENGES 
|[_Vatuabies Satchel [ oonaur $50 at tho thing box, vox otho lodger Porloct Deer Pot Porloct Beaver Po Prloc Rabbit Pot | + Osman Grove, on a nightstand in Law 
{Ltegend of the East Satchel_| Complete al other stchel upgrades Parect Der Pt Parfect Cougar Pat Partect Wolf l the shack (east of Emorald Ranch) SE 
u E zn En = | » Clawson's Rest, on a nighustand in ZE 
A ace urnen ega “ane varting oker the shack (northwest of Valentine) 
bli &om-Spm Jack Pean Drsadll_ | « Poasance, on table inthoabandoned |_ Chocolat Bar BNL 
PEARSON, OTHER CRAFTING UPGRADES schoolhouse (northeast of Eris Field) 
E 5 mn en En « Downes Ranch, on a ightstand in the ernie 
CATEGORY UPGRADE INGREDIENTS | hous (east of Wallace Station) MISSIONS 
« Lake Don Julio, on a nighustand in the 
Comp Enrancs__ |BiekSeut eeen | pete cunstinoens 
che Fur Horse Blankots Parlect Coyote Pelt Perfect Bison Pat } | ee 
| |Aligator Skull ParloctAligator Skin | Poisoned 2 
! Chapter 2 BamBom JAvIER Olvander Common colectie 
| Big Horn Ram Skull [Parfect Ram Carcoss 4 8 Twowhe KMA | TREASURE 
Anhur's Lodging _ [Cougar Pelt Covered Chest Parloct Cougar Pol | [ [ k 
I Chapter 3 12om-Spm KIERAN | _BurdockRootx2 | Common colecile Horse Medici bd 
Boar Skin Table Cover [Perect Boar Pe | ee en meant Ben heki Es 
(Ox Hide Rug Porfoct Ox Hide 2 | Verter's Echa, on a desk in the shack | 
|[-dohw’s toding Boar Skin Rug Parfect Boar Pet xd | Chapters 23,4 Bpm-Jam LENNY Poot Watch | (mestf Waan Staan, var ws Dynamite GANGS 
{[LComp Tables |Pranghom Leather Table Tops [Portoct Pronghorn Hide x2 | |E ehhh || mAaur oAMrs 
|[- Chuckwagon Pronghom Skull Poroot Pronghom Carcass I Osman Grove, inside a drawer in the cabin See 
| Moose Antlers [Moose Antier | sed Bamôpm | MARVBETH | FoumtainPen _ | (ops of Emerald Ranch) hing ENcouNTERS, 
| Wolf Skull Perlect Wolf Carcass | Gain TEE Bak 
En artha's Swain on a righstand in the s 
IF manconote [Snake Ski Banjo Head Porec Sake Sin 2 | Chapter 3 Bamson | MouY | Pocethror | Marthas Saan ong right Goar Een 
| Campfie Seat Cover Palet Beaver Pt Porc Must Pelt Porc Fox Pl 
Campfre Log Seat Cover [Perfect Wolf Pet? E Choptrs 2.3.4 Bam-12om__ | PEARSON Rabbit Hunting Nurious Stew 
Scout Fre Ground Cover [Peroct Goat Hide 2 | { 
|| scout campfre Elk Antlers Ek Antlers Otman Bam 2om PEARSON | NavalCompass _| Brathwaite Manor, in the boathouse Rum 
Hanging Bones Buck Antlers II 
TE SE FE Chapters 36 4 (complete Ee 
Zl 5 Bal vangers Hoggery. on à cupboard î 
Etdenmacliemie | tmtm | SOE | Horne | Aiekahersn | GMO 
COMPANIONS ed Chapters 2, 3 12pm-6pm SEAN Kentucky Bourbon _ | Common collectible; sold in general stores |__ Fire Bottle 
As you walk around in camp‚ you will regularly get to experience Chapters 2,3,4 Bom-8pm SUSAN Oreganox2 | Common colectie leien 
all sorts of interactions with your fellow gang members. These can | oel 
range from colorful discussions and anecdotes shared, to information Cheptar 2 [when playing 
ebteling an pearl opta mien Gld Bam8om Tuv Necace __ | Looted from various lock boxes Metieine 2 
& F 
Your companions will also occasionally make specific requests, or invite ating led, Kentucky Bouton 
vou to partake in an activity with them. Epilogue 2 Barm-Spm UNCLE | MedicinalCream | Peppermint, omade, Sringy Meat al Cloitos_— | 


COMPANION ACTIVITIES 
Fellow gang members will regularly invite you to join them in al sorts of activities, ram table games to robberies. These activities are contextual 
and time-sensitive: you can only complete them at specifie moments in the storyline. The following table lists them in chronological order. Note 
thatthese activities do not always trigger immediately, or they may only be available at certain hours. Retuming to camp frequently and interacting 


BEER 


KILL QUALITY difference. Aiming from different angles can also greatly help to 


avoid large bones or other body parts in the way. 


with your companions is the best way to ensure you won't miss any. 


COMPANION ACTIVITY LIST 
AVAILABILI! MPANION |__ ACT NOTES 
VARIES | Dominoes. Poker_| For more information on table games, see page 220 | 
er LENNY ‘Five Finger Filet_For more information on table games, see page 222 
en JAVIER Home Robbery _| Walkthrough on page 182 


Horseshoe Overlook Camp 


Free opportunity ta skân a bison. then to loot a camp where the poison throwing krile 


Clemens Point Camp 


| OHARLES Hunting | pamphlet found also available during Chapter 3 ze 
N SEAN __{_ Coach fobbery_| Walkthrough on page 183 
el Coach Robbery {Walkthrough on page 183 Rm 
Jominoes__{Far more information on table games. soe page 
Kk JAVIER__|_ Fishing __| Oiscovery of a legendary fish spot 


KIERAN Fishing____ [Discovery of a legendary fish spat 

MICAH ___|_ Fie Finger Filet_| Far move information on table games. see page 227 

JAVIER Home Robbery _| Walkthrough on page 182 H 

CHARLES Bank Robbery _ [Walkthrough on page 183 exclusive to the Specal/Ulimate Editions of the game) 

MICAH ___|_Coach Robbery _| Walkthrough on page 183 | 
stacy Bas Cano [__LENNy___|_ Coach Robbery _| Walkthrough on page 183 EE 

| PEARSON__|___Hunúing___[invoduction to erayfish holes and gator eggs — 
UNCLE Rusting {Fun assignment where you team up with Uncle to steal a herd of cows 


Ee dj 


HUNTING — 


As you explore the world of Aad Dead Redemption 2 you will encounter 
animals that can be hunted for their meat, hides, and other useful 
materials An engrossing activity in and af itsef, hunting is also required. 
to complete many other objectives. 


* You can cook and eat many types of meat when you rest at a 
campfre. Consuming food is one of the most convenient ways to 
maintain your attribute cores (see page 166 for details) 

% You can donate animal parts and carcasses to Pearson to feed the 
camp and to unlock various upgrades 

& Many animal parts can be sold at butchers, general stores, tapper 
shops, and donated to the camp. 


* Some body parts, such as teeth and claws from legendary animals, 
have mysterious powers when crafted into talismans and trinkets 
see page 313 

& Skinning animals will help you to unlock ranks in the Master Hunter 
set of challenges (see page 173). 


You can find an introduction to the basics of hunting ín our Primer chapter 
(see page 22). This section here offers à more in-depth analysis of the 
system, 


_ «ANIMAL QUALITY & KILL QUALITY * 


The animal parts you obtain when hunting game depend on two factors 
that might not be immediately apparent 


Every animal in the game has a “quality” that broadly reflects its 
physical condition. For example, you would naturally expect a healthy 
deer in the prime of its life to have a better pelt than a skinny, ailing 
specimen — and this is exactly what happens in the game. 


Secondly, the manner in which you kill an animal also influences your 
hunting spoils. The pelt of a wolf riddled with holes by à shotgun blast, 
for instance, will yield less meat and have à lower dollar value than one 
where you dispatch the creature with a clean headshot 


These two concepts — animal quality and kill quality — determine the 
nature of the parts you retrieve while skinning a creature 


ANIMAL QUALITY 
You can discover the quality of each animal by focusing on it (hold 
t2/B) while in close proximity. or through a scope or binoculars at 


range. Hold (&1/EN to study it; once the circular gauge is full, you can 
press the button again to show the animals information. 


An animal's quality is revealed both in the “info” window and by the 
number of stars next to the creature’s name when you study it or focus 
on it while in close proximity (8 = Poor; BB =— Good: BE = Pristine) 
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Critical Damage |__” Critical damage is inficted when you hit critical organs such as 


Fatal Damage 


The quality of a kil is determined by two factors: what body part you 
hit, and which weapon you use 


* Body Parts — The damage you deal depends on the body part 
that you hit. You are probably accustomed to the gaming concept 
whereby headshots always cause an instant kill. The same broadly 
applies in Aed Dead Redemption 2, though the overall system is 
rather more nuanced. 


« Fatal damage is inficted when you hit vital organs. If an arrow 
or bullet strikes one of these regions, the target dies instantly — 
no matter how much health it has. For most animals, these 
body parts are the brain and the heart. They tend to be small 
so your aiming skills will need to be flawless to hit them. Once 
your Dead Eye ability reaches rank 4 (which happens during 
“Fleeting Joy” in Chapter 5), organs susceptible to fatal damage 
appear in red when your reticle is close to them, This s precious 
information whenever you are hunting strong or resilient beasts 
as it enables you to perform one-shot kills. However, you also 
need to take one additional factor in consideration: penetration 
If you aim at the brain of a bison from the front, for example, your 
arrow or bullet can only reach the organ if it can penetrate the 
skull This is where specialized weapons (such as scoped rifles) 
and ammunition (such as high velocity cartridges) can make a 


the lungs or the stomach. Once your Dead Eye ability reaches 
rank 5 (which happens during “Goodbye, Dear Friend” in Chapter 
6), critical body parts appear in red when your retile is close 
to them. Dealing critical damage is not necessarily lethal, but 
will cause the wound in question to bleed, greatly weakening 
the target. A crticlly-wounded animal might run away, but will 
often limp and eventually collapse. Both fatal and critical strikes 
consistently lead to clean, perfect kills when performed with the 
right weapon type. 


« Normal damage is caused when you hit any other body parts 


# Optimal Weapons — Depending on the size of the prey, there are 
certain types of weapon and ammunition that are better suited 
than others for a clean kill, We cover this topic in the next section. 


SUMMARY 
A high animal quality and clean kil leads to better hunting loot, both 
quantitatively (more items) and qualitatively (superior condition). The 
opposite, naturally, is also true. 


\fyou are looking fora perfect-grade animal part, you will need to hunt 
an animal in pristine condition, and to dispatch it with a clean, perfect 
Kill with a suitable weapon and ammunition. 


LITY 


ANIMAL PARTS: Et 
AWARD PROCESS ooo | penrecr 


ANIMAL 
avAUTY 


You can find a list of all animals and the parts they yield once skinned, 
along with details on their habitats, over the pages that follow. 


* ANIMAL SIZE & OPTIMAL WEAPONS * 


Depending on the size of your current prey, you need to choose the weapon you use wisely if you wish to secure a perfect kill There is at least one 
for each size category. The table below details those categories; the table that follows overleaf documents weapon suitability 


ANIMAL SIZE GROUPS 


SIZE CATEGORY 


Reptiles: Bulfrog, Toad, Snake 


Birds: Blue Jay. Cardinal, Waxwing, Crow. Oriole, Piger 


ANIMALS 


rolina Parakeet, Chicken, Duck, 


Robin, Songbird, Sparrow, Woodpecker, 


kend Loon. Parrot Pleasant, al, Raven. Booby Rooster, Gul, 
Mammais: Bat. Squire, Rat, Chipmunk 

| Birds: Eagle, Crane, Cormorant, Egret, Hawk, Heron, Owd, Pelican, Spoonbill, Turkey, Vulture, Condor, Goose 
|| sede | ople ua, Gi Monster 
I Mammals: Rabb, Armadillo, Badger. Muskrat Possum, Raccoon, Skunk 
| Medium | Mammals: Coyote. Fox Pig. Beaver 
ee Mammals: Goar. Buck Cougar. Pantha, Big Hoen Ram, Wolf. Deer. Pronghom, Goa. Sheep. Peccary 
| ef Reptiles: Aligstor (Small), Turtle 
Í Mammals: Bear Bison, Bul Ek, Moose, Ox Cow 

Massive 


Repüles: Aligatar 
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WEAPON EFFICIENCY PER SIZE 


cara. | rara | mormau | CRITICAL | wormau | CRMCAL | wonma, | CRITICA * ANIMAL PARTS & HABITAT * PRIMER 
AMMUNITION & FATAL & FATAL 6 FATAL 
rr Hr HIT HIT HIT. NEN: en ze EINE 
HIT HIT Jar v- | missions 
| Anow Poor Good Good Good | Peret Each animal species can be found in specific habitats. When searching for a particular type of animal, visiting the appropriate territories wil give 
Small Game Arrow you the best chance to encounter the creatures you seek. Once you are in the correct location, remember that there are two items that you can__| ATLAS 
I peren rr Cr AE CE EL craft find, or purchase to help in the process of hunting. Bait will atract wild animals, and cover scents make it harder for animals to detect your | wesrons 
|__sow : - : presence through smell 
| Improved Arrow Poor Poor Good Good Good Good (reus 
Fire Arrow Poor Poor Poor Poor Poor Poor Poor Poor Note that the sel prices that we reveal over the following pages are base values. These can be affected by certain modiiers | exrmas 
il Dynamite Arrow Poor Poor Poor Poor Poor Poor Poor Poor INDEX 
| if Parts from animals that are rare in a region (for example, alligato in Valen be sold for 25% han in a re e 
Ï zhe rn re mmh BENEN LOENEN DAE Ero 
L L ey're common 
THROWABLE | Poison Throwing Knie |__ Poor Good Good | Perlect | Good | Peret | Good | Perfect 8 
I 5 Carcassos of skinned animals are worth 50% less than when the animals are unskinned. INTRODUCTION 
| Tomahawk Poor Poor Poor Poor Poor Poor ERS 
Owmers of the Special/Ultimate Edition ofthe game can sel animal parts for 10% mor 
| VARMINT RIFLE 022 Good dadde 5 koken pe GA 
TRANSPORTATION 
Rogular Poor Good Good Good ke 
ca 
Split Paint Poor Good Good Good AE A 
PIsTOL High Velocity Poor Good Good Good 
I FISHING 
I Express Poor Good Good Good 
E ATTRLBUTES 
Explosive Poor Poor Poor Poor Poor Poo Pear Poor 
| t E i ik wovon 
Regular Poor Good Good Good | 
| } CHALLENOES 
Split Paint Poor Good Good Good 
Law 
REVOLVER High Velocity Poor Good Good Good nn 
Express Poor Good Good Good [ nosbenIes 
Eplosive Poor Poor Poor Poar_| Poor | Por | Pr | Por BauNTY 
I Regular Poor Good Good HUNTING 
I Split Point Poor Good Good STRANGER 
MISSIONS 
REPEATER High Velocity Poor Good Good 
I + GuNsunoens 
Eapress Poor Good Good 
: t LE LOANSHARKING 
[ Explosive Poor Poor Poor Poor Poor Poor Poor Poor a ii 
| Set amatan ot measure 
Regular Poor Poor Good | Perlect | Good Good | Perlect U HUNTING 
Point Poor Poor Good eree Good Good erfoc! Per Arie Car EE en 
I sah rat } CE jl Eart Goo Amadio Cac 180 SPECIAL 
| ae High Velocity Poor Poor Goos_| Perlect | Good Good | Perfect Por Ameöie Crcass 10 COTES, 
I Eapress Poor Poor Good | Perlect | Good Good | Periect GANGS 
I jl jl 
Explosive Poor Poor Poor Poor Poor Poa Poor Poor TABLE GAMES 
I Regular Poor Poor Good Perfect Good Perfoct Good BADGER CHANCE 
} } jl jl ENCOUNTERS 
Split Point Poor Poor Good | Perteet | Good | Peret | Good 
jl } SPECIAL 
| SNIPER RIFLE |___ High Velocity Poor Poor Good_| Perlect | Good | Perect | Good CHARACTERS 
I Express Poor Poor Good | Portect | Good | Peret | Good 
Explosive Poor Poor Poor Poor Poor Poo Pear Poor 
I Buck Shot Poor Poor Poor Poor Poor Poor Poor Poor 
Incendiary Poor Poor Poor Poor Poor Poo Poor Poo 
SHOTGUN + + + t t — 
Poor Poor Poor Poor Good Good Good | Pertct 
Poor Poor Poor Poor Poor Poor Poor Poot 
The carcasses of moderate, medium, and large animals can be skinned, _* The carcasses of two moderate animals hooked on either side of 
picked up, dropped, and stowed or removed from horseback. Massive ___ your horse. 


animals can only be skinned; their carcasses cannot be transported. 
Multiple pelts of large, medium and moderate animals draped over 
You can load your horse up with pelts and carcasses that you collect, as the back of your horse 
long as you remain within the following limits 
Note that all small animal parts are stored directly in your satchel. 
The carcass of one medium or large animal, or the pelt of one 
massive animal, across the back of your horse 
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Figh Fest 


Poa Candor Caren (Good Eagle Carens 
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* LEGENDARY ANIMALS + 


In addition to all the standard creatures that populate the world of 
Red Dead Redemption 2, there are also a number of unique specimens 
called legendary animals. These are hard to find and, in most cases, 
exvemely dangerous. Hunting them is therefore very challenging, but leads 
to unique rewards that can be used to craft valuable items or upgrades. 


You will run across a few legendary animals by completing certain 
missions (we cover these in the Walkthrough chapter), but most of them 
are encountered in the wild. 


When you enter a legendary animals territory, the game notifies you of 
this fact and your map is updated accordingly. Explore the area in Eagle 
Eye mode and you will soon reveal a first clue (shown on your radar with 
a.small question mark icon). This uncovers a trai (again, visible with Eagle 
Eye) leading to another clue. After you find your third clue, the wait will 
lead you straight to the beast in question. 


Ifyou are planning to face a legendary animal, make sure you are equipped 
with powerful weapons and ammunition (rifles, sniper rifles, or the bow 
with poison arrows), and that you are in perfect shape for the encounter 
that lies ahead. Kill quality is not an essential factor when you take doven 
these unique creatures: the items that they yield are unaffected by the 
means of their death, so you can take them out with your most lethal 
firearms, These battles tend to be fierce and the most resilient animals 
can tank a lot of damage, 


Where possible, we strongly encourage you to have a full Dead Eye meter, 
especially if you have reached at least the fourth rank of that ability. This 
wil enable you to identify your target's fatal regions (the brain and heart 
In most cases). If you manage to hit one of these, you will secure an 
instant kill (see page 146 for details). Dead Eye can also help to save your 
lile—if a ferocious beast should notice you and charge, a quick barrage of 
headshots could stop the animal in its tracks. 


LEGENDARY WITE BISON 


LEGENDARY BIGHORN RAM À 
- 


LEGENDARY BUCK Á 


LEGENDARY COUGAR 


LEGENDARY ANIMAL OVERVIEW 


NAME HABITAT/AVAILAEI 


Bayou Nw. just west of Lakay: eatured in he 
Legendary Buligator nr, 
Legendary Cougar | Gaptooth Ridge. straight west rom Tumbleweed 


Legendary Wolf Cotorra Springs. west of Bacchus Bridge 


Legendary Boar Bluewater Marsh, north of Lagras 


Legendary Bharati | Grizties East just north of O'Creagh's 

Grizly Bear ompleting “Eat Pursued By A Bruise 
Legendary Giaguaro | Lemoync. west of Shady Bel (after compleung 
Panther Master Kunt chalenge, rank 9) 


Legendary Moose _ | Roanoke Ridge, at he northeas 


Legendary Pronghoen | fio Def Lobo Rock, east of Fort Mercer 


Legendary Bighom |, 


Ram Pond, west of Valentine 


Legendary Tatanka __ | Hennigan’s Stead 


st south 


Bison fan | 

Legendary le Isabela, at tha west nd of ih 

ar Lake Isabela, at the west end of | 

Legendary Beaver Just southwest of Butches | 
| 

Legendary Buck Northwest of Strawberry | 

Legendary Coyote | Scarlatt Meadows, to the northwest of hodes, | 


Legendary Elk Just east ol Bacch 


Legendary Fox just 


Note that legendary animals are one of a kind: once you kill them, 
they will not appear again. Be sure to skin them and take care not to 
leave any loot behind. If you do, note that irreplaceable parts required 
to create related talismans/trinkets are automatically sent to the 
trapper 


LEGENDARY BHARATI GRUZZLY BEAR. 


LEGENDARY MOOSE 


LEGENDARY GIAGUARO PANTHER 


LEGENDARY FOX 


|» LEGENDARY ANIMAL LOCATIONS « 


r PRIMER 
Fishing is an engrossing activity with multiple layers of complexity. | LURE&BAITOVERVIEW _ “°® / MISSIONS 
where you will need to pay close attention to the equipment you use | VOEG ALL WELLER TC AMALASRITY Ü 
and know where each species can potentially be caught. You can find FOR PRICE 
an introduction to this activity in our Primer chapter (see page 23), | || Cheese Bait | Smaller shin lakes EI ATLAS 
where you will leam all the basics, including fishing commands and ‚| pread Bart Smaller shin ies Found warns 
the difference between baits and lures. In this section we provide the | |Fcorr gan her Ka owes ond en 
information you" need to catch all fish species, including the legendary | |Fisve worms T metum sued lake fish wos 
specimens. Note that you can also use your weapons to kilfish,though | |F-ravickers | Meium-sized ver sh EE EXTRAS 
technically this is more akin to hunting than fishing. ada edion dad snie ns || | moe 
Lake Lure Mecumlarge-szed lak fis s250 
« BAIT AND LURES * River Lure Mediumlagestedrwertish | $250 
INTRODUCTION 
D= Ei Swamp Lure __ | Medumlarge-seod od swamp fish $250 
The fist step to catching fish is to obtain the best possible incentives | || %eröira pressed sao ee 
for their attention. You can purchase most bait and lure options atthe | || secar | Medrum/arge-aizad wer falvand ml weed 
Bait and Tackle shop, on the west shore of Lagras. We recommend | || Aer Lure legendary sh camp 
that you buy the three special res as soon as you can (which requires | || Specal, ediumarge-saed swamp ta and so 
you to trigger ”A Fisher of Fish”, available early in Chapter 3), as these de mtd NS [ 
essential give ou the best chance to catch many fish types foravery | |LSeclseinner Al larger fih ond legendary ls nn if 
affordable price. Cam albe abad or aen tanger minion The Vlaar” ae page 10) ATTRIBUTES 
Rear competing “A Fisher ol Fah” (ae age 56 


HoNon, 


CHALLENGES 


_« FISH SPECIES & FISHING SPOTS « 


5 = — — | Lw 
mall fish are of overall low value, are available in practically any body 8 PAFORCEMEND 
of water, and are attracted principally (though not exclusively} by food: ROBBERIES, 
based bait. These include: redfin pickerel, perch, bullhead catfish, BOUNTY 
chain pickerel, rock bass, and bluegill. Bigger fish are harder to catch, KUNTING 
requiring you to not only set up in specific habitats, but also to use ETAGE 
particular lures and take weather conditions into account. MISSIONS 


GUNSLINGERS 
The following table presents all of the important parameters you 


will need to consider while fishing, which you can refer to whenever beid 


vou are preparing to look for a very particular catch. This includes TREASURE 
an effectiveness rating for each bait/lure per species, from A {most HUNDND, 
effective) to F (least effective). SPECIAL 
j ema 
GANGS 


FISH OVERVIEW TABLE GAMES 


FAVORITE CHANCE. 

PEC HABITAT FT/LURE EFFECTN RATI 

species BIT Londmar: BAIT/LURE EFFECTIVENESS RATING ERGON 
SPECIAL 


CHARACTERS 


| Redfin Pickerel - |_Awers | Bread [0] ElELE| Flelejejrlo 10 lbs Joz 
Perch Lakes, vers Ì | era jofafcfejejelrjejr|e|e|r{io| 05-20 | zien 
Bulihead Catfish - Swamps | Cam Lejojafejejelr|rjejr|e|rjof os-20 | ems2w 
ChamPicherel_| lakes | Res | Swamps| Cam fefojafefelelr|eiele|e| rio} 05-20 | ometor 
Rock Bass Laer tkee i ree Lafefofefefefefeeiefef rio 05-20 | smesor 
Bhegil__ [lenen nej mame] | oee |Afcfofefelelrje{elr|e|r|jof 05-20 | omzer] 
Moskie les [sunny | tatetwe [er | |F[o[o elcfafe}c|af1a0-200|a6ns7or 
lake Sturgeon | lakelure [|F] oo Blclajelefaj1a0-200)ssims0o 
| morthem Pike, | fwers Aerle [er {rjr|o}D Bic B 14.0 -200 | 46 lbs 7 oz 
[Socteye Salmon |_ Ames Suney | nare [FF |r| oo efcfafejaf 0-60 [sense 
Longnose Gar - [overcast | swamp ure | |F |F|O|D Jafs [140-200 [41 Ios Boz 
[crametaian | [ovaal swonp we F]F[F|o|0 10-200 1oopszor 
[LargemouihBass | fan | Can jefejefche Lofe 40-60 [25ste taz 
| smalimouth Bass |_Rners Ran | Crdes Jelejele c 40-60 | 22ste 
| steelhead Trout _ [takes vers | Lakes. mers] — Lelele TE 40-60 [29tosgor 
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* LEGENDARY FISH * 


Each fish species has a single legendary specimen, the largestand most | Unlike standard fish, legendary fish are often so big that they do not it 


difficult to catch of its kind, You will need a special ure to attact a 
legendary fish 


Your search for legendary fish officially begins when you initiate the 
mission called “A Fisher of Fish”: speak to Jeremy Gil, the man fishing 
on the pier on the northeast shore of Flat lon Lake. He will give you 
a map showing the location of 13 legendary fish, and ask you to send 
them to him by mail once you have caught them. 


You can use any of the special lures to catch legendary fish, but 
equipping the madel adapted to the bady of water where you are 
currently fishing will lure fewer standard fish, making it easier to 
specifically catch the specimen you're after. The controls are the same 
as usual: turn to page 23 if you need a refresher. 


in the satchel: you must store them on the back of your horse, then head 
to a post office and mail them to Jeremy Gil 


Once you catch and mail all 13 species, Gil will invite you to his shack 
and then on a trip to Rio Bravo to catch the legendary channel catfish — 
though you’ need to each Epilogue 1 before the latter trip is available. 


REWARDS 


EZ REWARD 


Lake Lure 
$45.00 and succulent fsh 


ne legendary fish 


Mail 10 legendary fish 


Mail 13 legendary fist and accompany 5 
Jeremy 


ecil Spinner 
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LEGENDARY FISH OVERVIEW 
NAME OPTIMAL LRE 

Bullhead Catfish al ier Lure 

Chain Pickerel Special er Lure, 

Lake Sturgeon Spec ver Lure 
Largemouth Bass, Special Rue Lure 


HABITAT/FISHING SPOT 


Sisika Island. ust west of the peritentiary 
Dakota River. nortiwest 
Southem railroad bridge leading to Saint Denis (stand on the edge of the bridge to avoid trains) 


San Luis ver just southeast of Lake Don Julio, 


Longnose Gar Lagras, at te northwest up ofthe Lakay peninsula 
Muskie Van Hom Trading Post. al the loot of the lighthouse 
Pesch Eysian Pool to the southwest of Annesburg 
Redt Pickerel Stilwater Creek, in the largest basin, to the cast of MacFarlane's Ranch 
Rock Bess Aurora Basin est of Blackwater 


Smalimouth Bass 

Sackrye Salman 

Steelhead Trout. 
Blvegil! 


ta Lake just west of Strawberry 


the northeast edge of the, 


Wailard's Rest 1d map, drecty north of Annesburg 


the shore and the island to the south of Clemens Poi 


Lake 


ADVANCED REELING-IN TECHNIQUE 


As a rule, | 
fish. Expect lo 


jendary fish 
q battles w 


ee » LEGENDARY FISH LOCATIONS « : Smi 
PAN 


h than standard ed 


your spool will run out of line and threaten to snap. With the 
biggest and fiercest specimens, these fishing duels can turn into 
wars of attrition where you lose every inch of ground you have 
made up each time the animal struggle: 


There is, however, à technique that wall greatly help you to win 
these contests. Every time the fish is tired out, don’t simply re 
in as normal: instead, tilt @ downward to pull your rod up, and 
then quickly reel in; after a second or two, do this again, pulling 
up and reeling in. Repeat this as often as you can until the fish 
resumes struggling and a new cycle begins. You will soon notice 
that this repeated upward movement gives you a significant 
and will enable you to get the better of even the most 


ssomuchthat _ redoubtable legendary fish. 


EN 


LEGENDARY STEELNEAG TROUT 
je 


LEGENDARY MUSKI 


LEGENDARY REDFIN PICKEREL 
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ATTRIBUTES 


re 


You have three main attributes in the game: | 

® Health: The amount of damage that you can sustain. | 
Stamina: The level of physical exertion you can endure, such as 
when sprinting, swimming, or jumping 


These attributes are represented by dynamic meters that appear in the 
lower-left corner of the screen, Each meter actually consists of two 
separate gauges: a main attribute meter, and an attribute core. 


Main Attribute Meters: These are represented by a circular gauge 
They are depleted when you take damage for health, when you perform 


Dead Eye: The duration of time you can spend in Dead Eye mode, 
strenuous activities such as sprinting for stamina, and when you trigger | 


Dead Eye's signature slow-motion state. Main attribute meters can be 
replenished in three ways: by sleeping: by using tonics; or automatically 
over time through the restarative effect of atwibute cores (and at an 
enhanced speed if you rest on the spot by holding @/@. Your 
character’s attribute meters start at à low level but can be improved — 
& topic we will come back to shorty 


Attribute Cores: Cores are the icons that appear inside each attribute 
meter. They have two functions. Firstly, they serve as a last-esort 
extension of the corresponding attribute: if a meter is fully depleted, 
additional usage or damage will begin to deplete the core. Secondly. 
they determine the recovery rate of the related attribute meter. When 
full, you enjoy the maximum possible replenishment speed; if depleted, 
you will need to wait longer. Cores drain slowly over time, and therefore 
require regular “maintenance”. Cores can be restored by sleeping. 
bathing, or by eating appropriate food 


CORE DRAIN 
CONDITION CORES AFFECTED | DRAIN TIME (FULL TO EMPTY) NOTES 

Al 80 minutes | Default condition | 

Al 85 minutes [ After “Paradise Merctuliy Departed” (Chapter 5) 

Al 75 minutes [After A Fork in the Road” (Chapter 5) 

[heath 10 minutes [Wan exposed to high or low temperatures 

10 minus [men biten by a snake EE _ 
25% slower | While mounted on any horse 


__AiCamp We Es 


[no drain 


AL FEATURES 


DEAD EYE SPEC 


Unlike health and stamina, the Dead Eye meter 
is not restored automatically over time (though 
itis replenished partly when you s 


During "Old Friends” 


The Dead Eye meter refs with each kit you (Chapter 1) 
perform, at a rate determined by how full 
your Dead Eye ca 


(Chapter 2 
During Dead Eye mode, the meter's drain mel) 


speed increases by a further 5% for each 
“tagged” target —up to a maximum of 40% 


Frend (Ch 
during shootouts. 


During “Pouring Forth Oi” 


UNLOCKED EFFECT 


Improved relexes and perception, which transtates 

inta a slaw-motion effect during which your targets 

are automatically “tagged” when you mave he aiming 

retcle over them | 
Ability to manually tag muluple targets with ED/EER. | 
allowing foe improved marksmanship 


During “Banking, the Old | Ability to remain in Dead Eye when you fie your weapon. 
ican Art (Chapter 4) | if you have not tagged a target 


ve ability improves as vou During “Fleetng Joy” 
advance in the main storyline, offering nes Á 
functions that make jen more effecti En During “Goodbye, Dear 


Fatal areas are highlighted wtule you are in Dead Eye 


Critical areas are highlighted while you are in Dead Eye 


apter 6) 
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Your main meters consist of segments, known as “tanks”. When the 
game begins, your allocation is as follows: 


% Health Meter: 3 tanks (level 3) 
* Stamina Meter: 2 tanks (level 2) 
% Dead Eye Meter: 2 tanks (level 2) 


You can permanently increase your meters by completing certain 
actions that generate attribute experience (XP). You can track your 
progression via the onscreen display: à segmented bar surrounding 
the affected atuibute will gradually fill clockwise as you perform 
appropriate actions. This process is illustrated in the following 
diagram, showing the XP progression of the Dead Eye attribute from 
level 4 1o level 5. 


VISUAL XP PROGRESSION (DEAD EYE) 


* ATTRIBUTE GROWTH * 


The natural growth of all three attributes is capped at level 8. However, 
you can obtain two extra tanks (and therefore reach level 10) by 
completing Challenges: see page 172 


ATTRIBUTE METER GROWTH 
METER AT METER AT METER AT METER AT 
LEVEL 3 LEVEL 4 LEVEL 7 LEVEL 10 


The accompanying tables detail all actions that earn attribute XP. 


ATTRIBUTE LEVEL MILESTONES 


=, =, 
‘ ‘ 
Xa > XA > 


Every time you reach specific XP thresholds, the attribute in question 
levels up and the corresponding meter is extended by à new tank. 


ATTRIBUTE LEVEL TOTAL XP REQUIRED 


1 0 
50 
100 
200 
50 
550 
800 


© HEALTH: XP GAIN ACTIONS 


Jump 50 times 
Stealth kil/knockout 


-  Acnon REPEATABLE XP VALUE 
Drink a ginseng elixir Item available in limited quantities [___25%of the XP needed to reach the next level 
Complete a related challenge (sce page 172) |__Each challenge can be completed only once | 30 

Row a boat over 100 meters [ 20 

Bow or hroum weapon ki en en mmm En 

Melee knockou/kil I — 

Catch a fish 1040 based on sao, 


[Bow or thrown weapon 
Geta clean kil when hunting 


s STAMINA: XP GAIN ACTIONS 


ACTION *_ REPCATABLE î VALUE 
Drink aged pirate rum Trem available in imted quantities |___25% ofthe XP needed to reach the next level 
Complete a related challenge (see page 172) Each challenge can be completed only once | El 
Survive combat with less than 25 health Yes [ DN 
[Sprint over 100meters | Ves ee ET 
Swim for 15 seconds Yes 20 


DEAD EYE: XP GAIN ACTIONS 


ACTION REPEATABLE 


Drink a valerian root. 


Item available in limited quantities L 


Complete a related challenge (see page 172) Each challenge can be completed only once | 0 
Craft an item Yes [ 1 
| Cook meal | Yes [ 1 
(Complete camp chores Ves Ï 5 
Find a special collectible (see page 199) Yes | 5 Í 
[Free aim Ves [ 1 
Skin an animal Yes [ 1-10 based on animal 
\[Land a headshot rom over 50 meters Yes Ì 1-5 based on distance 
a zt 5 vn re En Ran Ee 
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You can be affected by special status effects that have a bearing on 
your attributes; their influence can be positive, negative, or both at 
once. When a given condition is active, an icon flashes in the relevant 
core. 


Fortified Attributes: Consuming certain tems wil fortify one or 

more of our attributes. This has the effectof artificially extending 
the attributes in question to level 10 (which causes your cores to drain 
15% slower) for a set amount of time. 


Ge Cres: gtr qua consumables and services can grant 

special, gold-colored cores. When a gold core is active, you do 
not need to maintain that core for a set period of time. When the effect 
wears off, the underlying core will be full and the standard usage 
conditions are reinstated 


Weight: This parameter has a range of 0 (skinny) to 20 (ovenweight). Your 
character is deemed to be in peak condition when his weight is 10. You 
naturally lose one point of weight every 24 in-game minutes, However, 
you can compensate for this loss by consuming food, with each type 
having its own calorifc value. By eating too much or not enough, your 
character can gradually become overweight or underweight, though 
you should note that there is a limit of one adjustment per in-game hour 
and per screen fade. The bonuses or penalties for your current weight 
wil scale in one point increments between 9-0 (average to skinny} and 
11-20 (average to overweight). 


Being overweight will drain your cores at an accelerated rate (up 
to 25%) and your stamina meter faster (0,75% faster per 
inerement, up to à maximum of 7.5%) but will provide you with improved 
damage resistance (0,75% less damage per increment, up toa maximum 
of 7,5%) 


Being underweight will drain your cores faster (up to 25%) and 
increase the damage that you sustain (0,75% more damage per 
increment, up to a maximum of 7,5%), but provides the perk of slower 
stamina loss (0,75% slower per increment, up to à maximum of 7.5%) 


Harsh Weather: When you are exposed to hot (MJ) or cord Wh 
weather without wearing suitably light or warm clothes, your health 
core drains from full to empty in 10 minutes —as opposed to 90 minutes 
in normal conditions. 


Poison (MP: Wren poisoned by a snake, your health core drains, 
from full to empty in 10 minutes. You can cure this with various herbs 
(ginseng. English mace, milkweed, vanilla flower, or yarrow), or by 
sleeping, retuming to camp, or starting a mission. 


Drunk: Each liquor type has a specific alcohol value. These are 
cumulative when you consume multiple drinks in succession. 


DRINK 
Saloon Beer 
‘Saloon Whiskey 
Opened Guarma Rum 
Opened Fine Brandy 
Opened Gin 
Opened Kentucky Bourbon 
Guarma Rum 
Brandy 
Gin 
Kentucky Bourbon 
Moonshine 
Whiskey Bottle — 
Aged Pirate Rum 


ALCOHOL VALUE 


There are four states of inebriation, on a scale from 0 to 1 


* Sober —0 to 0.49 * Wasted — 0.75 to 0.99 
* Drunk 0500074 ___* Blackout —1 


The different stages of drunkenness are accompanied by visual 
effects that distort your perception of your surroundings — and these 
make it hard to move around, let alone accomplish anything of note. 
The effects of inebriation remain active for a minimum of 90 seconds 
Your total alcohol level decays by 0.25 every 24 seconds, but cannot 
fall below 0,5 or 0.75 until the initial 90-second period has elapsed. 


SUMMARY 


‘The following table documents the ways in which attributes and their associated meters can be affected. 


ATTRIBUTE MECHANICS OVERVIEW 


MAIN ATTRIBUTE 


DRAIN ATTRIBUTE | REFILL ATTRIBUTE| opa cone 


ATTRIBUTE KATER NAT LATE REFILLCORE | RELATED STATUS EFFECTS 
Health |+ Rowing * Damage * Tonies (Fortily)_|e Hunger * Sleep » Gold Core (na drain) 
|« Trrowing Knite/Bow Ki + Slcop e Trodness__|e DekaeBath |+ Overweight (posi elfoct} 
Melee knockou/kil «Rest « Food + Underweight (negative effect) 
Stealth knockout « High or Low Temperature 
I Catching Fish (negative effect} 
| Ginseng Elir 
U Related Challenges 
Sprinting « Sprinting « Tonies (Fortity)_{* Hunger e Sleep e Gold Core (no drain) 
Swimming « Swimming « Sleep e Tiredness _|s Any Bath » Overweight (negative effect) 
Pirate Rum « Jumping « Rest e Food + Underweight (pasitive effect) 
Related Challenges « Climbing « high Temperature 
« Diving (negative effect) 
GrafuCook + DeadEyelsage |e TonicsiForiy) |+ Hunger |+ Sleep |= Gold Core (no drain) 
Skin Animal « Kils - Tednoss |+ DelweBath | Low Temperature 
Camp Chores * Sleep e Food (negative effect) 
Free Aim Kill 
Special Colactle 
« Long Distance Headshot 
« Valerian Root 
» Related Challenges 
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* HAIR GROWTH * 


ERE == 5 
Unlocked at the beginning of Chapter 2, natural hair growth is more _GROWTH STAGES 
than a matter of simple aesthetics. If you have a pressing need to avoid 
\dentiication, radicaliy changing your facial appearance wil make it | MMCM ESR ade Rd 
harder for interested parties to recognize you 
1 1 Zdays 16 hours | 
There are multiple growth stages for both head hair and facial hair à | 
d z Zdays 16 hours 
%* Consuming hair tonics doubles the growth rate for up to two 3 3 4 days 32 hours 
stages: the effect stacks if you consume twa or three har tonics Tai 4 Edas 64 hours 
leading to a x4 and 18 growth rate respectively E E Zdar re: 
% Your beard wilstop growing on ts own at stage 6 The only way to : 5 Er a 
go beyond is to consume tonics Gi De 
* Pomade applied by a barber lasts five in-game days (only two days } LÀ 20 days 18 hours 
when you do it yourself) 8 16 days 128 hours 
& You can only grow hair by one increment at a time. The next growth 9 16 days 128 hours 
stage will begin only after a screen fade (for instance after sleeping, | 1o 26 days 208 hous 
respawning, any fast travel, chapter introductions,cutscenes, and M= 


so forth). 


HONOR 


rz 
The honor system measures how your actions are perceived in terms of 


morality by in-game characters. As a general rule of thumb, actions that 
are considered as honorable (such as rescuing townsfolk {rom danger or 


innocents) will lead to reductions. 


* HONOR RANKS & REWARIS « 


turning in criminals to the law) will add to your honor score; conversely, 
activities that are considered dishonorable (such as harassing or kling 


Every time you reach certain honor milestones you achieve a specific rank. Some of these confer unique benefits. 


POINTS 320 +160 


+200 


+200 


0 


+320 


HONOR RANK EFFECTS 
[aux | wonoR PouTs ireCrs 
| 8 320 
IE zeo | soms discountinal shops EF 
| 240 New outfits avalbla in catain shops: the Scrapper, tho Farier,the Gamblr, the Deauville the Faulkton, the Drifter, the, 
Deubery Creek and the Drover 
5 200 | 26% discountin all shops El 
160 
EJ 120 New outs valable in certain shops: the Buildogge, the Mclaughin, the Chevalier, the Corso, the Cumberland, the 
Cowpuncher the Valentine, nd he Roscoe 
2 80 | 10% discount in alt shops RE 
1 0 Wan you loot bodes, the drop tate of patent tons, estoratwe lams jewely and food tems is incteosod 
o 0 Wen you lot bies, you primary obtain standard tries, cheap jewelry, bsic horse consumables, and used alcohol and tbocoo 
B] 4 Wmen you loot bodies, the drop rate af Dead Eye tonis, twan weapons, alcohol and tobacen is inreased: you also receive 
more money and jewelry rom laamen 
Wz a | E 
Is 120 
4 160 
5 mo | B 
6 w_|- 
Wa mj 
E] 320 
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* HONOR EVENTS * 


There are many events and actions that lead to honor gains or reductions, as detailed in the accompanying tables. Note that a x1.5 multiplier is. 
applied to all values during Chapter 6. Many chance encounters can also lead to honor adjustments. These are covered in a dedicated section — see 


page 223 
MISSION EVENTS; HONOR VALUES 
CHAPTER MISSION EVENT 
Ke rain staf 
0 the Hell Is Leviticus Cormali? 
E eed MAN En Eon Carmen! |_oo not save Lenny 
Rescue the escaped horse 
(Retum the escaped hars by calming and loading ft 
Petur the escaped horse by dragging it with the lasso 
Antagone the man after retuming the escaped horse 
Pul te waitness up rom the cf 
2 Poe Sontety;Volentine Sne Do not pul the witness up from the chi 
‘Spare the witness alter puling him up rom the cli 
the wines ater ulng him up rom te ci 
| Keep the stolen horse after he mission 
| AE 
_ | We Loved Once and True —I ___\agreetorscedamie = 
The Course ol True Love Sel tha gft rather than delwering it Penelope 
3 (Choose to rack the sten 
7 « 
Saloni? Back to Gomer Choose to open the sales using dynamite 
Help Mary recover the family heiloom Trom her Tather T 10 
4 Farao and ns Deman Pay the buyer fr the brooch | 15 
_{_ Brothers and Sisters, One and All Retum Sister Calderon's crucifix | DE] | 
Agee to hep fans Fall +10 
Aa Eee Retuse to help Rains Fall 10 
Agee to help Monroe «20 
Archaology tor Beginners etuse to help Monroe 20 
Kl soldiers wle retneving the sacred lams 5 
Mrs Sade Adler, Widow Agee to help Sadee «20 
Mrs Sadie Adler, Widow Refuse to help Sadie 20 I 
6 Do Not Seek Absolution — | «10 I 
Do Not Seek Absolution — Il „10 
Of Mon and Angels Make a donation «0 
Escort Beau and Panalope on tha vain «10 
The Course of Wan Lave —N Refuse Panelope's payment „10 
Honor, Amongst Thieves Kill the wagon drvers 5 
Protect John rather than going alter he money Gais rank 
|D mesoderm [Go after the money rather than helping John Lose 2 rank 
Eploguo T_—_{ Home of the Gentry? [Pay off the squat 15 
Eplogua 2 | American Venom [-Choose not to hang Clear Be | 


Boumy Hung —Al missions 
Bounty Hunting — Mark Johnson 
Loansharking - Alge Davisan 


Loansharking —J. John Weathers 


[Laeneharng — Arthur Londonderry 
Lome Robbery —Wilarts Rest 


{Stranger Mission — The Ties That Bind Us 


etwa target dead or ave 


[Allow the bounty to say his goodbyes 


Kil Alies son 
‘Absolve the debt 

Recover the debt 

Gwe addrvonal money to he Tamy 
‘Show the widaw how to hunt, then how ta shoot 
Give the medicine to the convicts_—— 


Er Ei 
0 then +10 
10 


AMBIENT EVENTS: HONOR VALUES 


EVENT ] Honor 
[Late to gang via tha thing boe Î 0 
([-oarma dueing opponent 10 
[Peace surender to laan and see your mein ja 5 
Kats toen or complete camp chores Í 5 
Pay ol your dbs om commtung crimes 5 
1 
EE s ZE ï Ee ij 
‘Saa a hore hiched toa past [ ï 
Knockout nia an oa ter ï 
Trample an innocent with your horse. 1 K 
Intimidaa ar bea someone up during a robbe 5 
Ki domeacaed toen animals, sch as dogs or and pis EE 5 | 
'Desecrate the dead (shoot at or use explosives on specific graves or dead bodies) 10 
Hold up a shopkeeper and star rom op sters or sales SE El 
Aandomhyantagoe r mimrdae someone ad EE 
Wte your horse whe tis wrthing in pain withouhejping Grog decrease” 
Kian animal and leave wethou kining for stowang it an our hare Grmwang deorens” | 
Ka aan or nan (nest apply when wanted or during misans) Growing decrease” 


here re amor panas ot rme seert fyne ereen das accon eres 


LO 


EREA 


_CHALLENGES 


Challenges are gameplay feats that you can complete in sequence to unlock rewards. 


There are nine categories in total, each featuring ten challenges. Completing all ten within a category gives you access to various rewards: attribute 


increases, dollar payments and — perhaps more importantly — reinforced equipment that can be obtained at any tapper shop once unlocked 


REINFORCED EQUIPMENT 


By completing all ten challenges in a category, you 
wall gradually unlock reinforced pieces of equipment in 
accordance with the related theme — for example, the 
Bandit equipment for the Bandit challenges. These are then, 
available for purchase at the tapper. They each form sets 
of four pieces: a bandolier, a gun belt, a holster, and an off 
hand hoster — each with their own perks. These perks are 
superior to the ones granted by gunsmith equipment, as 
shown in the table to the right 


ke elked 


SET BONUSES 


By obtaining complete upgraded sets, you can add two 
permanent bonus tanks to your main attribute bars. Each 
atuibute is associated with three sets, You are awarded a 
fist extra tank when you obtain all four pieces in one of the 
related sets, and a second when you complete all three 
as shown in the following table. 


*** 


LEGEND OF THE EAST OUTFIT 


After you complete all chalenges in every category. you 
vecerve the Legend of the East Outfit. Acquirng this provides. 
number of significant bonuses: 


* Cores: Decreases the speed at which all attribute cores 
(including horse cores) drain by 10% 


* Damage: Decreases melee damage sustained by 10% 
* Dead Eye: Decreases the speed at which the Dead Eye 
meter drains by 10% for three seconds (also applies to 


Eagle Eye, but permanently) 


* Attribute Experience: Increases the experience (XP) you 
obtain for all three attributes by 10% 


# Horseback: Decreases the damage you receive while on 
horseback by 10% 


% Loot: Increases money acquired by looting by 10% 


# Weapons: Slows the degradation of all weapons by 10% 


EQUIPMENT PERKS 


UPGRADED RERK 
(GUNSMITH) 


EQUIPMENT TYPE 


Ammo capacity for longarm 


REINFORCED PERK ” 
(TRAPPER) 


Ammo capacity lor ongarm 


10% (stacks) 


ed weapons: +50% weapons: +100% 
‘Ammo capacity lorsidearm __ | Ammo capacity for sidoarm 
get weapons: +50% weopons: +100% 
5 Weapon degradation rate: 
Holster Weapon degradation rate: -10%_| MPs) 
Oi end bles g, Weapon degrodation ate 


ATTRIBUTE BONUSES FROM SETS 


RELATED 
REINFORCED 


ATTRIBUTE BONUS TANK 


« Horseman 


Obtain all our pieces 


Meath |+ Shamshootr | ain al lu oie 
Bandt 
Hg |: Se Oneens 
» Master Hunter e 
|= Explorer 
E Obtain all four pieces 
Dende 7 Hotels | moneofiheseses 


2% BONUS TANK 


Obtain al four 
all throo of these sets 


Ohtain all four pieces of 
al three of these 


Obtain all four piocos of || 


al three of thaso sets 
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BANDIT CHALLENGES 


DESCRIPTION 


UNLOCK/REWARD 
| ExiororHoister 


ICON DESCRIPTION 


Find a veasuro map 


God 


EE Find a treasure [25 Stamina XP, 55 
3 Find a voasure | Explorer Bandoler 
: Oo ECE 
5 Oo ERCOENT 
H o Emmen 
7 © _ En Baloe Gun Beh 
0 © Eme 100 Stamina XP. S15 
3 KOM nc eze [150 samma es20 
1 o_O 


epe 16 dd an ve an 


ICON DESCRIPTION 
Win five hands of poker 

In blackjack, double down and win the hand fwe times 
Win re games of twe finger fillet 


Bust one poker opponent outin each location (Flaineck Station Saint Denis. Va 
Wm three rounds of dominoes without drawing any tes against twa or fewer opponents 
Beat tho blackjack dealer in two locations (Rhodes and Van Hom) 

Beat the fwe finger filet player in every location (Strawberry, Valentine, Van Horn) 

Win uee hands of bckjack wt ree hits or more 


UNLOCK/REWARD 

‘Gambler Hoster 

25 Dood Eye XP. $5 

Gambler Bandoher 

50 Dead Eye XP. $10 
|_50 Daad Eye XP, $10 

100 Dead Eye XP. $15 
|_Gambler Gun Bet 
[100 Dead ye xp. 515 


| Win tras games of dominoes in a row 


Win three hands of poker in row 


OO0OEOOOEOB 


150 Daad Eye XP.$20 


HERBALIST CHALLENGES* 


RANK ICON DESCRIPTION UNLOCKJREWARD 
1 © KE Herbal Oland Holter 
2 Ò EREN 25 Health XP. S5 
3 Le) Craft seven toms using sage as an ingredient Herbalist Gun Belt 
4 KOMM Pic cre mushrooms and toed them to your horse 50 Health XP $10 
5 KOR 2 vice tems using Indian tobacco as an ingredient 50 Health XP. $10 
Te CN ee ereen eoeceorten en 100 ear 515 
mn Oo EE | herbal Helsen E: 
ij KOMM voten cer zo rate soc parson weapons |_100 Heat XP, $15 el 
mn ò Eren [so hook 20 
10 [2] ‘Season and cook all 11 types of meat ‘Herbalist Bandoler 
ad oe zage fer de ma lg 


RANK |__ICON UNLOCK/REWARD 
1 KO eve oe oorsoi Bandit Bandoter | 
2 KS roo vo coaches atong te road or complet any wo coach robbary missions 25 Daad Eye XP,$5 I 
3 KOM Ft oe est easter in any Fou shops in one day Bandt Hoster 
4 © enn 50 Dead Eye XF $10 
5 KE rs 5250 boor in one State 50 Dead Eye XP $10 | 
5 KOA ce re norse ana sen «hem to tn horse ance at Clomens Cove 100 Dead Eye XPS15 1 
U Oo EEEN Bandt Of Hand Hokster | 
ie Ke] Stal seven wagons and sell them to the fance at Emerald Ranch 100 Dead Eye XP, 515 Ei 
E KO ove someone and ieave them on the raïroad tree times 150 Dead Eye XP. 520 el 
1 KEA ere vi voer vatour cyin or beng caught Bandit Gun Bet | 
EXPLORER CHALLENGES® 


RED DEAD 
REDEMPTLEN. 


RANK | ICON 


DESCRIPTION 


UNLOCK/REWARD 


a (SMN cr oe toe om horsensci Horseman Gun Belt 

EN OO EEn [25 Stamina 85 

3 (GN rice com Valonne to nodes in les han ve minutes Horseman Holter 
[4 2) While mounted, drag a victim for 3300 feet using your lasso 50 Stamina XP, $10 b 
[5 © KEERT 50 Stamina XP. $10 ï 
Es ® Aide from Strawberry to Saint Dens mn less than nine minutes wathout touchung any water 100 Stamina XP, $15 
Eer Oo en Horsoran Bandai: 
[__8 @ Kal nine predators rom horseback 100 Stamina XP, $15 
(am) KOR a tom Van Hom to Blackwater in les than 17 mites vathout touching any veter 150 Stamina XP $20 
(KT [OMR e= vc norse vree ee page 134) Horseman Of Hand Halster 
MASTER HUNTER CHALLENGES® 

DESCRIPTION UNLOCIJREWARD 

mmm 6 ES Master Hntar Oland Hoster 
EE KCNN ce ree pertect-auaity rabbit palts 25 Health XP $5 
ls: KA zc 10 citeren animal speaes using your binoculars Master Hunter Bandler — ||| 
Te ò EEEN 50 eat 51 Dl Nt 
ns ò EEn 5D Heath XP, S10 í 
man ò EEN 100 Heat XP $15 
IE PME ooo tc and a bot a herte and predar Maser Huntor Gm Be 
mm ò Ere 100 waat $15 al 

9 KOR Cac an opossum playing possum. 150 Health XP$20 

1 ROM cc ene toencar vante "ng Master Huntar Holter 

Sne page 146 and 163 to detas on hunting and hing 
SHARPSHOOTER CHALLENGES 
RANK j_ICON DESCRIPTION UNLOCK/REWARD 

Bee PON a ree Arna beds ‘Sharpshoter Bandler 
2 RS at ov acteren anima species in the same Dead Eye wac 25 Dead Eye XP.S5 
lees Oo KEEN Sharpshoote Halster 
[mn KEM tn ener zu ieas 0 eeu away vin à vou tomahawk 50 Dead Eye $10 
5 KM cr anais vena uti or along your weapen 50 Dead Eyo XP $10 
Mm eo KEEN 100 Dead Eye XP SIS í 
[ © EE Sharpshaata Of Hand Holstar || 
[rar KOM oe eee enemies wenout reload or swriching your weapan 100 Dead Eye XP $15 | 

D REM rcon: roe people's hats aft in the same Daad Eye use 150 Dead Ey XP 520 

1 KEER oe en oet ve ree consu long seed to shots Sharpshooter Gun Bet 


DESCRIPTION 
6 EEN 


Hand ve animals in to camp or the 


apper 
Ki we animals using a Varmint ile 

Craft al of the following arow types: dynamite, fre, mpraved, poison, and smal game 
Catch 2 fish in the Bayou rom a iverboat and while standing on railroad racks 


UNLOCK/REWARD Í 
Survival Gun Beh 

25 Stamina XP 35 
Survival OI-Hand Holst 
50 Stamina XP $10 

50 Stamina XP. $10 


|_Ki eight small game animals with consecutve shots, sing sm 


l game arrows 


Ke) 
© 
KC) 
GSM ar 2 scvenging animatie ie feeding a carpe twa times 
© 
K-) 


Craft a homing tomahawk, improved tomshawk, volatie dynamte, and volste frs botte 
Catch a fish that weighs at least 19 lbs 


100 Stamina XP $15 
Survival Bandoler 
100 Stamina XP, $15 
150 Stamina XP, 820 


10 Catchrone of ach pe ol a toughout a word 


‘Survival Halster ï 


WEAPONS EXPERT CHALLENGES 


“see page 16 and 163 for dtas on hunting and fisting 


Kl nine unaware enemies rom behind. using the bow 
1 Kz grzly bear without taking damage. using only ihrowing knives 


O®, 


RANK J_ICON DESCRIPTION 
1 © EEEN Weapons Expat Hoster 
2 POD co encres in 10 seconds wang on row ie 25 Heat 55 
: 6 KE E Weapons Expert Gun Belt 
1 POM 10 eneres win 2 stargun ng oated ammo 50 Heel S10 
[ms FO re mourtad enemies ang ane toming ne per ET 50 Helt S10 
6 POM no ners ac ne sane me win a angle sacho mamie 10 Haai X$15 
7 FM oere anemie by tvovang and eten te some toman Weapons Expert Of Hand Haster 
D G EEn 100 health XP $15 
9 150 Haat XPS20 


Weapons Expert Bandolier 
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LAW ENFORCEMENT 


Your association with the Van der Linde gang will often necessitate your 
involvement in criminal activities. Every time the law is aware of one of your 
crimes, you become wanted and a bounty is placed on your head. In this section 
we offer a detailed breakdown of the various stages of this process, llustrating 
the consequences of your potential decisions 


_ THE WANTED SYSTEM _ 


Whenever you commit à crime, a chaìn of events wil begin with many possible 
branching paths depending on how you decide to behave, 


As a general rule, encounters with the law are extremely dangerous, and may very | 
well lead you to become completely overwhelmed ìn just a few minutes if you opt 
to resist. Worse, each of your additional erimes (in this case, killing lawmen), wil 
add to the bounty placed on your head. This can soon become very costly, making 
it preferable to flee in practically all situations. 


Note that the maximum bounty you can reach is limited to $300 during Chapter 
2, $500 during Chapter 3, and then $1,500 after “Sodom? Back to Gomorrah 
towards the end of the same chapter. 


REINFORCEMENTS 


If you resist the lawmon sent after you and start kiling them, reinforcements will 
soon be dispatched. Should you persist,the bounty on your head will increase, and 
the forces sent to deal with you wil become much more fierce. 


* Rhades: Deputized citizens and town mobs appear periodically throughout al! 
major shootouts between you and the law: 


* Strawberry: Deputized citizens and town mabs appear periodically throughout al 
major shootouts between you and the law, 


% Valentine: Deputized citizens and town mobs appear periodically throughout al 
major shootouts between you and the law: 


* Cumberland Forest: Dogs are dispatched at varying numbers per crime severity 
* Scarlett Meadows: Dogs are dispatched at varying numbers per crime severity 


% Annesburg: Marshals arrive on horseback after you accumulate a large bounty. 


# Blackwater: Marshals arrive on horseback after you accumulate a large bounty. 
% Saint Denis: Marshals arrive on horseback after you accumulate a large bounty. 


# Tumbleweed: Marshals arrive on horseback after you aceumulate a large bounty. 


character witnesses the WJ A character witnesses the crime Ithere is na witness, the crime usually 
scene (<@D) and investigates. If youare MJ and identifies you (<c), then MJ remains unknown to law forces, and 
not seen, the witness leaves to report (MJ stats running to report the crime therefore goes unpunished 

the crime without knowing who the 


You are not clearly identified by the and 
not caught on site by any investigating lawmen. 


You are identified, but you prevent the witness You are identified and the witness manages to escape and 

reporting the crime (using violence or threats} roport the crimo. A bounty is placed on your head and the 
Wanted system is activated in that state. Each crime is worth 
a specie bounty value. Every instance of a crime increases 
the bounty by its assigned valve. The current bounty value is 
automatically shown when you enter a new area, ar can bo 
displayed manually by pressing G 


Wanted Phase 2: Passively Wanted. If you Wanted Phase 1: Active Pursuit, Lawmen have 
manage to escape the red circle and remain been alerted to à crime and are actively trying to 
unseen until the gauge is empty. lawmen stop kill you. On the radar, a red radius circle appears 
actively searching for you. around you. As long as the law have you in sight. 
the circle remains centered on your position. If Vou do not resist and ara arrested 
As long as à bounty is stil up. you will face an they lose sight of you, the circle will remain at (only possible with minor crimes) 
increased number of lawmen and bounty hunter your last known location 
along roads and checkpoints within the state 
After 12 hours have elapsed, à bounty posse In addition to standard lawmen, extra forces 
occasionally come after you when in the can be dispatched if you resist and kil lawmen: You are taken to tho clasost jail 
Iderness (only for high severity crimes). If you deputy residents, wagons, town mobs, dogs, and ‘and imprisoned. 
commit 12 distinct high als. The forces dispatched vary by location 
60 minutes. certain towns de (see “Reinforcements”) 
Lockdown re opportunities à 
interactions ( rs available. shops 
clos 
active pursuit resumes. Lockdown ends after 350 


dl. If any lawman in the region spats you 


Crossing state lines will concude an active 


You pay the bounty on your head at any post office. 
pursuit, but will not end the passive phase. ie id 


h state in the gamo tracks is own Wanted lovel 
and bounty for you 
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__AMDITIONAL SYSTEMS 


The following systems are nat documented in the game 
by onscreen notifications, but nevertheless play an 
essential role: 


Wanted Score: This parameter increases in the same 
way as a bounty, but resets as soon as active pursuit 
ends. It represents the total crimes committed during 
à single continuous spree, and is used to scale the 
severity of the law’s response. 


Wanted Level: There are five hidden levels of law 
response, each triggered when your bounty reaches a 
specifie threshold 


WANTED LEVEL THRESHOLDS 
BOUNTY THRESHOLD 


WANTED LEVEL & LOCKDOWN 


Whenever your wanted level increases, the local 
population and law enforcement forces react accordingly, 
At the higher levels — which you are likely to reach quickly 
ityou go on a kiling spree, or should you commit 12 distinct 
high severity crimes within 60 minutes — the area you are 
currently in will go into lockdown. This turns the area map 
red and prevents use of local shops and restricts access 
to events until sufficient time has elapsed (350 in-game 
minutes),oryoudie„or your bountyis paid. During ockdown, 
local lawmen will alsa fortify the area by posting additional 
guards. You will immediately become wanted if seen by the 
law, making it very hard for you to do anything worthwhile 
in the vicinity 


At wanted level 1 a red outline appears around the town where you were 
seen committing a crime, both on the main map and the radar. A red outline 
is also displayed around the corresponding state. You will face more dangerous 
reïnforcements (and in greater numbers) as you progress through levels 2 and 3. 


\ Nl era met 
EN 


At wanted level 4 the lacal district enters lockdown and is shaded red if the 
| fw hae polie denied you as he culprit. During lockdown ewmen 


have increased detection ranges, and extra guards patrol in town. 


) htsika 
SOAP EMIEENTianY 


| Note that there are certain areas that are under perpetual lockdown: 
Fort Wallace and Sisika Penitentiary on a permanent basis, and Blackwater 
until you reach the epilogue. There are also situations where à lockdown 
wil last longer than usual or cover a larger territory after you complete 
certain story missions (such as “The Sheep and the Goats”, “Sodom? 
Back to Gomorrah”, “Blessed are the Meek?”, and A Short Walk in Pretty 
Town”) 
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CRIME SEVERITY _ 


Crimes are sorted into three categories — low, medium 
and high severity. The more severe a crime is, the higher 
the value added to your bounty. With low severity crimes, 
you have the possibility to uy to defuse the sitation 
when lammen confront you. You will then be given a 
chance to move along without further consequences; if 
vou do not leave as permitted, or choose to antagonize 
during the interaction, the severity of the crime will be 
inereased — and an arrest or combat will follow. 


DEATH 


Whenever you die, you may have to pay à percentage of 
your current personal savings. Though death can happen 
in all sorts of ways, the most common cause is conflict 
with enemies — particularly the law. 


If you die within an hour of the last time you were killed, 
the percentage of money that you lose increases. This, 
can become very costly, which is why it's important to 
generally avoid conflicts that you cannot win. 


The one major exception to this rule is that there are 
no financial penalties applied when you die during 
missions. These costs only apply while you are roaming 
the world freely. Should you plan to cause any measure of 
chaos during your travels, it's usually wise to invest your 
money in purchases or upgrades before you begin. 


DEATH: FINANCIAL PENALTY 


DEAT WITHIN 1 HOUR” SAVINGS LOST 
Li 5% | 
E Ì 7 | 
7 1% | 
Û ki 13% | 
| ES 19 IN 
| 


& and beyond 20% 


Here are some examples illustrating how the percentage 
increase is applied only if you are killed withìn an hour of 
your previous death 

You die at minute 1, and lose 5% of your cash. 

You die at minute 30 and lose 7% of your cash. 

You die at minute 45 and lose 10% of your cash 


You die at minute 110 and lose 5% of your cash, as 
more than an hour (65 minutes) has elapsed since 
you were last kiled. 


The maximum amount of money that can be debited from 
your funds is capped by the following systems: 


You cannot lose more than 20% of your funds, or 
$150 — whichever is lower. 
You pay nothing if you have $10 or less. 


Again, you pay nothing if you die during a mission. 


CRIME: BOUNTY VALUES 
SEVERITY BOUNTY 
am for kil) s5 
mo Ie 5 
Assault High 55 
Bank Robbery High. Í 525 zel 
Cheating Low s5 
Disturbing the Poaco Low 5510 
Intimidation Medium 55 
Jail Break High 525 
Kidnapping High [__$10{S15 forlammnen) 
Loong w Ì 55 
Murder 7 High |__S16 (820 lorlawmen) | 
Robbery Medium [ 55-$10 
Rustling Low s5 
Theft Low: Medium for horse theft _|__$5 1810 for horse the) 
Train Robbery High IE $50 
Trespassing Low [ $5 
Vandals Low 55 
nl hef Low in towns) Medium | 35 


Given how quickly conflicts with the law can escalate and lead to s 
bounties (particularly in towns where reinforcements are functionally 
nfinite), it often makes sense to avoid confrontations altogether 


One possibility after you commit a minor crime is to holster your weapon 
mmediately and remain peaceful. Choose the "defuse” conversation 
option if a lawman investigates; you may just be asked to move along, 
hich ends the incident if you comply. If your action was serious enough 
that lawmen point their gun at you, you will be offered the chance to 
surrender with @/Q. Doing so means that you will be incarcerated, but 
oes enable you to pr e situation from escalating 
Wf you can't afford to be arrested, evasion is an excellent alternative 
following tips should be of some help 


# Active pursuit will only last so long a 
point, the red circle on your radar wil be centered on your la 
position — in other words, no longer directly on you — and lawmen will 
start searching that general vicinity. This makes it essential to break 


ur pursuers can see 


ine of sight when you are being chased. Solid obstacles such as walls 
ind houses are the most obvious options, but when you are in the 
wilderness or in areas with few buildings, you can alternatively duck 
mto bushes to avoid detection: if you are adequately concealed, lammen 
will often run straight past your hiding spot 


you manage to les 
ircle on your map), the wanted gauge on your screen will begin to 
drain. Once it's empty, your pursuers. up — thereby ending the 
incident. If you are seen before the gauge has fully drained, on the other 
hand, active pursuit will resume immediately, 


the search area (represented by the red 


If the law send blaodhounds after you, the: 
vou eventwaly. If you s 
escape on horseback 


|l almost ah 


tracking you, your be 
jr to Kill your pursuers 


Riding through wees or underbrush, jumping fences, and crossing water 
are alg sto shak s n when 
required to navigate dangerous terrain on horsebac 
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ROBBERIES 


ALDEN (RHODES) 


N 


RHODES GUNSMITH 


a SAINT DENIS GUNSMITH 


… ROBBERY LOCATIONS « 


bn 


L 


RED DEAD 
REDEMPTEEN. 


* COACH ROBBERIES * 


You can rob any coach you run into during your travels, though you | These always consist of two steps 

shoulda'texpect ny ignicant profit from this at first After you complete | 

“The Spines of America” in Chapter 2, it can become more lucrative:from ‚_* First, you have to obtain a tip from a post office clerk willing to sell 

that point forward, you can take any stolen coach to the wagon fence |__ you the information. There are two such “discouraged” workers, each 

at Emerald Ranch. Once you complete “Friends in Very Low Places” in leading to three different missions, for a total of six 

Chapter voc kon inkock et oonch robe miasians Second, open your satchel and read the corresponding note: this will 
|__ revealthemision details and the coach’ location an your map 


HECTOR #1 (STRAWBERRY) — After buying the tip rom Hector inside the Stawbery post 
affiee, head to the ambush location to the northwest of Blackwater. Wait in {he highlighted 
area uni the stagecaach arrives. You will need to kil the four men in the vehicle itself, but 
vou can get the two mounted guards to leave by misleading the driver: greet him while 
unarmed and choose the correspanding dialog option. Once they're gone, eliminate the 
four indiduais that remain, then loot the chest at the back af tho stagecoach — either with 
a lock breaker or by shooting the lock 


HECTOR #2 (STRAWBERRY) — This time, Hoctor points you to à railway bridge w tho. 
northeast of Strawberry. There are many ways to steal the money from the lock box at the 
back of the coach. An effective solution is to call out to the driver while unarmed so that he. 
stops the vehicle, then take all the guards by surprise — starting with the driver 


HECTOR #3 (STRAWBERRY) — Hector now gwes you tip about an armored banking 
enach heading to Strambery. You will nood dynamite to complete this mission, Ride to the 
ambush location to the west. The drive wil not stop oven you call im out You can kil 
him (and al the other quards) or instead opt fora mare creative approach and place a stick 
of dynamite on the road (@D/@), then shoot it when the coach rolls over it, Dispatch all 
targets and, once the coast is clear, blow open the coach's doors 


ALDEN #1 (RHODES) — Speak to Alden inside the Rhodes pos office and buy the tip 
from him. Inspect the note that appears in your satchel to reveal the ambush location, to 
the north of Rhodes. Wait in the highlighted area until the stagecoach amives. ti lightiy 
guarded, with a pair of drivers and two additional guards. To make things casier, greet the 
driver and mislead him: the coach will stop and a guard wil inspact one of the vehicle's 
wheels. If you stand behind the convoy. you can now take out all our enemies with tie 
fuss— even instantly with Dead Eye il you wish. Once they re all dow. drive (carefully given, 
vour cargo) to the wagon fence at Emerald Ranch. you happen to run into the law be sure 
leave the coach during the fight to avoid damaging it 


ALDEN #2 (RHODES) — Aldon's tip loads you a short distance to the south of Aodes. 
This coach has a single driver and one passenger Stap it however you please. Tackle the 
passenger when he lees and convince him to tel you where the money is. Once he reveals 


ALDEN #3 (RHODES) — Alden's final ip takes you to a railway bridge ta the north of the 
town. This is à convoy of two coaches with multiple guards. To stop the convoy. kil tho. 
drivers af the front vehicie, then take out the others one by one. An effective stratogy here 
sto take up position on the bridge and equip a scaped rfie, then carefully snipe the drivers 
from a safe distance. Tis wil make the batte more manageable:the mounted guards will 
‘come after you fist, and you can then deal with the remaining guards when you're ready 
Loot both coaches before leaving. 
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@ * HOME ROBBERIES * 


Al home robberies (with one exception) are available from the beginning of Chapter 2. Your primary objective is to recover a stash and then make 
your escape, but some of these assignments will also give you the opportunity to revisit the building on multiple occasions to continue their side- 
stories — and potential claim additional loot. 


ABERDEEN PIG FARM — This house is located to the southeast of Emerald Ranch The key 
prize to loot here is a collection af money clips in an unguarded but hidden lock box that 
vou can quietly pilfer without incident (see accompanying screenshot) If you decide to 
ransack the entire house, though, you will need to meel its two occupants. Brute force is 
an option, ofcourse — but we suggest that you alow the scenario to play out naturally. On 
vour first visit, the couple willinwrte you for meal and offer you a very stong drink. If you 
dedline and come back at another time, the woman wil ask you to taste a dish, which you 
can again refuse i you wish. Should you accept either offer: be sure to retum to the house 
after the cutscene, and search behind the portrait opposite the front door before you tuma 
your attention elsewhere. 


CATFISH JACKSONS — This house, located direct south of Braitwaite Manor, is also 
visited during a loansharking mission, leading to further scenanos (see page 134). It has 
Í and his son. The more valuable cllecibles are found in the son’s 
| vin a chest hidden in the houso's crawl space. You can also take a double 
|_barelled shotgun rom above the froplaco, and threaten the son ta learn about the stash 
| location. The events that occur here change overtime. Early on, you will hear an argument 


from outside. IF you come back at a late point, the father wil be passed out on the porch 
while the son reads in his room. Later stil, the father wil be alone and aggressive. In the 
last instance, you can visit to witness the son allowing in his father‘ (fgurative) ootsteps. 


CHEZ PORTER — Tis propery es to the north of Valentine, across the Dakota River. You 
can cob it on your own, but note that yay will not be able to access its hidden stash this is 
only possible If you come here with Javier as part of à companion activity (see page 182) 
The family ving here wil shoot you on sight. However. iis possible to sneak to tho back 
of tha area, pariculary at night. You can then quithy take out the two individuals — one 
outside the bam and one inside. Afterwards, collect the valvables hidden in chest on the 
bam upper palm (accesad wa à iadda) You can also find a pump acten shogun in | 
the main house by climbing a ladder in the master bedroom. | 


= 


LONNIE'S SHACK — This shock is locatod in a clearing tothe south of Emerald Station. You 
can visit iton your om, or with Sean as part of a companion actity during Chapter 3{see 
page 183). As you move close, you wall har our men engaged ina heated discussion. you 
want to avoid bloodshed, war untl they al pass out You can then enter quietly and crouch 
walk around the sleeping men. you kil all but one af them, you can interrogate him Lo 
make him rovaal slash location whoro a mony roward waits. The shack additionaly 
featuros various collectibles and a weapon — a double-action revolver hidden under one 
of tha two bunk beds 


de 


VAN HORN MANSION — You will find this mansion à short distance to the south of ] 
Van Hom. Il you visit it at night its two occupants will be sleeping on the lower floor. 
You can err on the ido of caulion and dispeso of thom frs, bui’ perfclly possible 
to loot the building quietly. There are several collectibles to pick up. as well as cash on 
the wooden table. 


|_ warson's CABIN — This cabin is located to the northwest of Wallace Station, Initial is 
|_only occupant is am alderi woman who mistakes you for someone els and alows you to 
enter he hack rooms withouteomplaint.Cimb down the ader to reach the cellar, where a, 
weapon await: the semi-auto shotgun. On a subsequent visi you wil ear the woman and 
her faur sons arguing insde the cabin ar the sons only she did nat survive your earlier 
encounter, you uy lo enter, they wil-attack you immediately limina them and you wil 
| be able to lot the entre houso, including the lock box on the kitchen table. If you never ki 


he woman, you wil find her decaying corpse in the bed during the Epilogue 


180 


WILLARD'S REST (CHAPTER 6) — Tis house is situated near the northeast edge of the 
world map. You can teract with the lone occupant after you complete the “A Fork in the 
Road” story mission during Chapter 6. Frst you will need to show her how to hunt. you 
come back at east wo days ater, you wil give her a shooting lesson and get an opportunity 
to loot a jewely box. On a subsequent visit at least four days later, Charlotte will invite you 
vo help yourself ta any of the collectibles available in her house. You will have a chance to 
do this again during the game's eplogue 


* SHOP ROBBERIES « 


While you can rob shops whenever you wish, some have small stories t tell —and additional rewards for you to claim. In each instance, you first 
need to investigate certain clues. Once you have enough information (as revealed by an onscreen notification), you can hold up the shop owner and 
reveal their secret. 


RHODES GUNSMITH — Interact with the young man through the basement window (sex 
screenshot). After he tells you what happened to him, enter the shop and press €$ as 
you hold the gunsmith up to order him to take you ta the basement. Shoot the young 
man's chains you wish, hen loot he room. The bax contains a weapon: te Lancaster 
repeater, 


SAINT DENIS GUNSMITH — Inside the gunsmith store, walk to thg far side of the room and | 
knock on the sacurity door. Return to the shop owner and press & as you hold him up to 
make him open the door. uetiy dispose of he guard on the other side (a melee attack with 
à firearm will offer a quick takedown), then climb to the top foar. Open the second door 
to uncover an illegal pokor room, Quickly coldeock the quard to mako sure that no shots 
wall be fred during tha robbery therefore preventing an unnecessary tangle with the law. 
There's money for you ta ratrieve on the table, but you can get much more by thraatening 
the players until they reveal a safe on the nearby wal Help yourself to the other collectibles 
before taking your leave 


STRAWBERRY GENERAL STORE — Poek through the general stare's basement window 
to discover a secret moonshine cellar. Head upstairs and press € as you hold up the shop 
owmer to make him open the trapdoor leading to the basement. You wil then need to 
threaten him to make him reveal the existence of a loose brick in the nearby wall by the 
süll Inspect it to complete the robbery — and feel free to loot the rest af the cellar on 
vour way out 


VALENTINE DOCTOR _ There are twa different security doors that you can interact with 
here: one in the doctar's surgery room, and one outside at the back of the building. Knack 
an either door, then head hack to the doctor and press €$ as you hold him up ta make him 
open the back room. Be ready t face a handiul af enemies inside (Dead Eye can realy help 
here), but note that this shootout wil lead to an inovitable brush with the law. Boforo you 
escape, quickly take the money and the Schofield revolver ‘the loot bat on the table We 
suggest you sprint outside and flee on horseback to avoid ending up with a large bounty 
on your head. 
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a feature unlocked after you complete the “P 
Forth Oil” story mission during Chapter 2 


The following notes should pr 


+ You can board à train that you intend to rob in two ways. The 
first option is to jump on the train as you ride alongside it: pres 
@/@ when the corresponding prompt appears on your screen 

vain while it's stil moving. but it usually 

makes sense to stop it first to avoid any chances of running 

into the law. To do s 

incapacitate the driver 


You can then loof 
head to the engine car and threaten or 
* You can also climb aboard a train when it stops at a station — but 


the drawback is that this will expose you to witnesses 
it hard to remain unnoticed, 


« Trains are typically guarded by à handful of men that you will 
need to dispose of. If you throw one of these from the moving 
train and he doesn't die, be aware that he will likely report 
rin 


ay from p 
response should a witness 


ain, you will find a few coliectible 
a single chest. Passenger trains tend to be more interesting, as 
they feature more chests, in addition to passengers that you can 
hold vp. Threaten or beat th’ ther 


their valuables. 


Certain fellow gang members will offer you companion activities during 
the story. many of which involve robberies. Note that these are time 
sensitive missions that can only be completed while the gang is based 
at a specifie camp — in other words, during a particular game chapter 
Check the accompanying table to ensure that you do not miss any of 
these opportunities 


+ TIME-SENSITIVE ROBBERIES * 


ROBBERIES, OVERVIEW 
comeaxion |__acrvay 

hapte 2 = 
honet behekCanp RER ver | Homerotwer 
cm 

Chapter 3 5 
NN © EE 
IOR ser | voneratte 
EN ches | Bank rowten” 

Chapter 4 

shaorbelscanp KEN Met | coschtobvay 
(EEN term | coochrobbey 


*_Also available during Chapter 3 
** Exclusive to owners of the Special/Ultimate Edition of the game 


HOME ROBBERY: JAVIER (CHAPTER 2 OR 3) Talk to Javier at comp and 
follow him to the Chez Parter property north of Valentine. Observe the bam 
‘trough your binoculrs, then walk with Javier behind the shed before taking 
cover behind the designated rack. Once he stars a fire, shoot the men who 
come to investigate then deal with the estof the family envenched in the catin 
and in the bam. You wil find your reward in the bam. ín a stash hidden under a 
storage crate: help Javier io push the latter obsuction aside with @/O. Javier 
will leave at this point, but here are more valuables nearby In the bas 

the nearby ladder to find a chest full of many on the upper platform. 
then scour the cabin and main house for assorted collect 
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COACH ROBBERY: SEAN (CHAPTER 3) — Speak to Sean at camp, then mount 
up and follow him toward Valentine. At the ambush site, equip your favorite 
weapon and take cover behind the designated og. When the coach is stopped by 
Mary-Beth, you can ether wait for Sean to take he fist shot, or do so yoursol. 
Once the fight begins, efminate al guards. The final one wl ry to take Mary 
Beth hostage: activate Dead Eye and take him out with a headshot. Loot the 
coach with &®/@. then leave the area quickly. 


RED DEAD 
REDEMPTLEN. 


(COACH ROBBERY: BILL (CHAPTER 3) — Speak to Bl at camp, then ide with 
him to the northwest of Dowberry Creek. Things don'Lgo according to plan when 
the coach arrives, leaving you with na other option than to chase it and kil the 
guards while on horseback. At full galop, adjusting headshots can prove a lite 
‘awkward: feel (ree to aim fr body shots or activate Dead Eye. Alternative, you 
can get a head start while Bil and Til are arquing, before the coach ares 
tot to the junction a short distance ahead to intercopt the convoy. From this 
position, a Dead Eye burst can be enough to take down all quards at once, Once 
they have been dealt with, lt Bil plant a stick af dynamite, then shoot it from a 
safe distance. Loot the coach and leave to ensuro that you are not spotted close 
to the crime scene 


HOME ROBBERY: SEAN (CHAPTER 3) Talk to Sean at camp and follow him to 
Lonnie's Shack, located between Rhodes and Emerald Station. Take cover behind 
logs while Sean speaks to the thug at the shack's entrance: this puts you in 
a perfect positon to eliminate al foes once the shootout begins. Moke sure you 
leave one outlaw alive: interrogate him to leam about the stast's location. then 
examine the plank in the southwest corner of the house to complete the mission. 
Don't miss the opportunity to search both tooms before you leave: there are 
various collectibles to acquire, inchuding double-action revolver hidden under 
one of the bunk bods. 


BANK ROBBERY: CHARLES (CHAPTER 4)* — Follow Charles to the Rhodes 
bank Tako out he ono guard sony ram behind (wida bow shot, fo example) 
then walk ta Charles and unspaal the wire to the marked position, fer you push. 
the plunger to trigger the detonation, climb through the opening in the wal 
Inside the bank, (orce the three safes open by pressing 69/@ repeatedly. When 
the law arrwes, sprint to your horse and fee. By riding straight to the south, ou. 
can escape the scarch area relatively quickly. Once the coast is clear, ride back 
to camp to complete the assignment 


ade | 


* Exclusive to owners of the Spocial/Ultimate Edition of the 


amo 


COACH ROBBERY: MICAH (CHAPTER 4) — Speak to Micah at camp, then 
ride with him until he asks you to take cover behind a tree. Wait until tho 
coach arrives, aligning your reticle on the dynamite that Micah plamted in 
advance. As soon as the caach rolls over the explosives, shoot thom to stop 
the vehicle. Kil the survivors with quick headshots, then loot the coach and 
leave the area. 


COACH ROBBERY: LENNY (CHAPTER 4) You wil ind Lenny inside the Shady 
Bells mansion. Follow him to the ambush location and take yp position with him 
behind the designated rock. A few seconds after he starts robbing the coach, 
several awmmen val emerge fram the vehicle: (aal frae to start shooting as soon. 
as you see one. A welktimed Dead Eye volley should make it easy to take them al 
down. Once the l-fated robberyis over, be swat to make your escape 
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BOUNT4 HUNTING 


The first bounty hunter assignments are unlocked after you complet 


requirements. Taking them in alive is always preferable: it's à hitte 


‘Good, Honest, Snake Oil” — a time-sensitive mission that is available more work (as you have to stun or lasso the outlaw, then hogtie them). 
from Chapter 2 to the end of Chapter 5 (“That's Murfree Country”) but you will get to enjoy a conversation with the prisoner on the retum 
Theso all have the same broad structure | ieumey 
First you need to inspect the poster of a bounty on a notice board | # After you tum in a bounty, don’t forget to collect your reward at the 
in a sheriff station or post office desk of the lawman in charge. 


The general location of the individual in question is then marked on | Note that bounty hunter missions are temporarily unavailable when you 
your map. Head to the specified area, locate your target, and deliver | reach Chapter 6 in the main storyline. You can resume them once you 
him or her back to the law — dead or alive depending on the mission’s_ | complete “Gainful Employment” toward the end of Epilogue 1 


PEN EEIIE 


BOUNTY HUNTING LOCATIONS « | 


eee. 


LINDSEY WOFFORD (DEAD OR ALIVE) 


Availability: Complete “Good, Honest, Snake Oi” (Chapter 2) 
Walkthrough: This poster is found insida the Saint Denis police station. Head to the highlighted area 
to the east of Emerald Station. Your target is located in a welk-guarded fort. A major shootout 
when you approach the structuro’s anly entrance on the north side. We suggest you lake covor b 
either wall by the entrance to avoid being lanked. Priortize the Lemoyne Raider manning the turre 
then dispatch al the others. Once only Wafford left sprint to his position in the southwest tower and 
goldenek him with a weapon in hand before you hogte him and head back 


ELLIE ANNE SWAN (ALIVE) 


Availability: Complete "Good, Honest, Snake Oi” (Chapter 2) 
Wallahrough: Tis poster is available in Valentine's sheriff tation building. Head to the marked area 
a shart distance to the east of Wallace Station. Ee is in the middle of a discussion with her boyfriend 
under a rock overhang by the river. Your goal here is to capture her alive: the boyfriend is mostiy 
irrelevant. Run straight to her with à frearm in hand and knock her out with à melee attack: you can, 
then incapacitate her companion. Note that she will atack you with a knife you deal with the boyfriend 
first, making hor far more dangerous 


JOSHUA BROWN (ALIVE) 


Availability: Complete "Blessod are the Mo: 
loekdowm 

Walkthrough: This poster is found in the Strawberry jad. Ride to the abandoned mine northwest of 
town and inspect the campîre at the entrance. After the cutscene, an automatic Dead Eye moment is 
tiggered; hold &2/@ liahtly when prompted to fill up your meter then fully to initiate the actual slow. 
motion effect. You can then align your retcle on Browns right hand and fire befors he can even grab his 
gun. Chase him as he runs away and stop him with either à tackle (© /@) or your lasso. 


(Chapter 2) and wait until Strawberry is no longer under 


14 — En 


MARK JOHNSON (ALIVE) 


‘Availability: Complete “The Joys af Civilization” (Chapter 4) 

Walkthrough: You wil find this poster in the Rhodes ain station. Your bounty has set up camp in the 
designated area to the northeast. He will sumender immediately and ask if he can say his farewells ta his 
family. 1 you accept, you will gein a nominal honor increase, but wil be ambushed on the way back: if 
you refuse, the return journey will be less eventful, Either way. equip your asso and hogtie him, then ride 
back to Rhodes. After you pass under the railway bridge, Johnson wl cut himself free: capture him with 
vour lasso and once again stow him on your horse. I you allowed him to speak with is son earlier, thisis | 
when the ambush wil occur. A handful of men wl attack you; fel fre to either shoat or outpace them. 


ROBBIE LAIDLAW (ALIVE) 


Availability: Complete the “Mark Johnson” bounty hunting mission and loot the Old Harry Fen shack 
(see page 338) 

Walkthrough: This poster is displayed on a wall of the Rhodes train station, Head to the cabin by the 
road just southeast of Brathwaite Manor You will be assaulted when you enter, alowing the bounty to, 
escape. Equip a weapon to quickdy knock aut your assalant with a melee hit, then whista your horse 
and ride to tho highlighted area to the northwest. The bounty is hidden in cotton feld — more precisely. 
at the northwest edge of the highlighted zone. He will hrow a re boule when you approach. Keep your 
eyes on him from this point forward (though he wil also be marked on the radar) until you can lasso and 
hoge him, then take him back to Rhodes. 


ANTHONY FOREMAN (ALIVE) 


Availability: Complete “Gainful Employment” (Epilogue — Part 1; only accessible if you did not kl 
Anthony Foreman at the end af “No, No and Thrice, No” during Chapter 4 

Walkthrough: You find this poster inside tho Saint Denis police station, Make your way to Doyle's 
Tavern, à short distance to the northeast, and question the bartender. Foreman will make à break for it 
during the conversation: give chase immediately, frst on foot and then on horseback. Once you catch up 
top him wath your lasso and hogtie him as usual before taking him in | 


OTIS SKINNER (DEAD OR ALIVE) 


Availability: Completa “Gainful Employmant”(Epiloguo — Part 1) 

Walkthrough: Pick up this poster ìn the Blackwater police station and ride to the highlighted arca, to 
the southwest of Manzanita Post. Make your approach ram the east: this will enable you to fight the 
group of Skinners from the top of the large rock ight by their camp. From your position, pick aff your foes. 
wir hoadshots, making suro you don hi tho bounty i you want him alve — note that he's hie only ane 
wearing a tal hat, Be ready ta deal with dogs and enemies wiekding machetes should they approach you 
Once it's safe to da so, sprint to your bounty. Equi a firearm, coldcock him with © /@ at close range 
then hogtie him. More Skinnars will arrive as backup: kil them if you have to, otherwisa stow the bounty 

horse and galop back to the Blackwater police station. 


Aamilability: Complete “Gainful Employment” (Epilogue _ Part 1) 
Walkthrough: You will find this poster in the Blackwater palica station. Head to the designated arca, 
just west af Beecher's Hope. Investigate the smal camp in Eagle Eye moda ta reveal tracks: locking thom. 
with &D/ EED reveals a new highlighted area deoper into Skinner teritary ta the southwest, Soveral 
Skinners are gathered there with your baunty. Appraach quietly and ou can securo a fre kl to open 
hostlives: ether Elias himself (he wears à bearski hat} il ou want him dead, or one of his accomplices 
If you intend to capture him alwe, dispatch the Stanners with quick headshots (optimali va Dead Eye). | 
Bias will immediately prin to his horse in an attempt to escape, Iyou ro efficient in dealing with the | 
athers, you can rush over and knock him out befor he can mout up | 


JOAQUIN ARROYO (ALIVE) 


Availability: After completing ”Gainful_ Employment” (Epilogue 1) and witnessing the “Del Lobo 
Baecuton” chance encounter in Tumbleweed (see page 226) 

Walkthrough: This poster is found in the Tumbleweed jail. Head to the bam diectiy southwest of 
Bonodict Point. As you got close, you can eavesdrop on à convorsaion were twa Dol Lobos discuss il 
they should murder a terriied young man. Kill them and question their would-be victim tolaarn about an 
imminent train robbery.Gallop ta the waypoint to the west, where you will ind another three Del Lobos 
by the railroad. Joaquin Arroyo is the one wearing a red shirt, so do nat shaat him if you plan on keeping 
him alwe. Instead, ay on horseback and dispatch the other wa with quick headshots, then chase and 
capture Aoyo as he floes 


ESTEBAN CORTEZ (DEAD OR ALIVE) 


Availability: Altor comploting “Gainful Employment” (Eploguo 1) and witnessing the “Del Lobo 
Becution” chance encounter in Tumbleweed (see page 226) 

Walkthrough: This poster is found in the Tumblewaed ja. It leads you to a mine southwest of 
Tumbleweed, where you will find members of the Del Lobo gang shooting sticks of dynamite in midair. 
Use the commotion to take them by surprise. Once the coast is clear, enter the mine and dispatch the 
guards. Your target await at the end ofthe tunnel. Sprint to him and punch him with a frearm in hand 
to knock him aut instanty. You can then hogti him. As you est the mine, three Del Lobos will atack. | 
you fram above: tum around and take them out with quick headshots with your best sidearm before you | 
take Corner back to Tumbleweed. | 
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STRANGER MISSIONS 


This section details unlock conditions and offers walkthroughs for 
stranger missions — optional assignments that involve colorful characters 
All of these individuals are initially identified as “strangers” and marked 
with (7) when you first approach their locations — it's only after you 
interact with them that their names are revealed. 


me 


Help a Brother Out” (see page 76) 
“Fatherhoad and Other Dreams” (see page 77) 
“Do Not Seek Absolution” (see page 99) 

“Of Men and Angels” (see page 100) 

“The Course of True Love” (see page 100} 


chapter of this guide dedicated to story missions. These are missions are so substantial that they are covered in their own dedicated 
sections later in this chapter. 
We Loved Once and True” (see page 48) 


| 
| 
| 
Note that certain time-sensitive stranger missions are covered in the | Some endeavors that technically qualify as (or begin with) stranger 
“Brothers and Sisters, One and Al” (see page 76) | 


ARCADIA FOR AMATEURS —1 TO V 


Availability: Chapter 2 onward 

Walkthrough: You can meet this stranger, Albert Mason, by the rmer just southeast of 
Strawberry (EB. Alter your first conversation, head to the highlighted area. The coyote that 
stole Masons bag wall tun to the west, batween two shacks: hit it with any weapon, then 
ratrieve tho bag and deliver it back to the photographer. Two in-game days later, Mason can 
be found to the northwest af Wallace Station (EE). When the wolves atack, take them out 
in any manner you see fit Brief bursts of Dead Eye can be useful here. Your next encounter 
occurs a short distance to the north of Emerald Ranch, after at last 48 in-game hours hove 
elapsod (GE). Alter your conversation, mount up, rde to the wild horses lo the northwest, 
and herd them back toward the waypoint. Albert Mason appears for the fourth time on the 
east side of the Lagras swamps. again at least 48 in-game hours later (XL). Once in the boat, 
vour goal is to row to the three highlighted areas in wrm. At the westernmost highlighted 
aroa, Mason wil ask you to jump aff the boat and lure the aligator. For the 

only ancounter, Mason is found at a beautiful viewpoint ust north of Horseshoe Ovarlook 
(KD, 2 minimum of two in-game days after the previous stage 


THE SMELL OF THE GREASE PAINT 1 & Il 


Availability: Chapter 2 onward 

Walkthrough: Miss Marjorie, the stranger who wall give you this mission. is engaged in 
an argument with her friend Bertram inside the Van Hom saloon (EB). When the opening 
cutscene ends, dofeat Bertram in a st ght. Block each of his attacks and follow up with 
extended counters to make short work of him, Afterwards, head to the highlighted area 
to the southwest ol Van Hom to find Magnifico camping in the woods (Ei). As soon as 
ha escapes, chase afte him unit you reach the ive. I you lose sight of him due to the 
smoke, consult your radar. Cross the river and search the three colored smoke clouds, 
then resume the chase, When he disappears again. ook for him in the nearby vree. Run 
aft him one last time, folowing the blips an your radar, unt a cutscone is triggered 
If yau head to the Saint Denis theatre after this. ou wil have a chance to watch a ive 
porlormanco of Miss Marjorie and hor troupe, After the show, speak to the tickot takor to 
roceive a letter rom Miss Marjorie and the cut of the proceeds you were promised. 


Availability: Chapter 4 onward 
Walkthrough: Appraach the two brothers arguing outside Valentine's general store (ED. 
After the cutscene, shoot the bottles above their heads, tiggering Dead Eye to ensure that 
you don’ accidental kill hem. On à subsequent visit o Valentine at least 24 in-game hours 
late, you can meet Proetus and Acrisus again in the backyard of the saloon (ID. This time 
ERE they wil ask youto punch them, A further 24 in-game hours later, at your eariest convenience 
thereafter, the twins take on their ultimate challenge at Cumberland Falks, to the west of 
Valentine (ED. Push the barels, then get on your horse and rida with Helen to the highlighted 
arva downstream. 


VALENTINE 


Availability: From the beginning of Chapter 2 to the end of Chapter 

Walkthrough: Head to the northwest part af Saint Denis, close ta the tailor, to find a lady 
raising money for the construction of à building for velerans and their families. Donating 
the $20 she asks for leads toa small honor gain. If you choose to loot the lock box instead, 
you wil receive a few dalars — but lose a large amount of honor and be chase by the law 


Either way, the proposed structure wil actually be built by the time you begin the game's 
epilogue. 
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HE'S BRITISH, OF COURSE —1 & Il 


Availability: Complete “Tho New South” (Chapter 3}. 

Walkthrough: This stranger is encountered between Emerald Station and Rhodes. sitting 

on an overturned circus caravan. After your conversation, head to the highlighted area to 

the southwest of Emerald Station, where you wil find the “zebra”. Walk toit and calm iL 
him with your lasso, beforo riding i back to Margarot 


HE'S BRITISH, OF COURSE — III 


‘Availability: Complete the previous part of this mission 

Walkthrough: Head to the northeast edge of Rhodes to find Margaret's assistant. Look 
for the tail in the nearby slrubs using Eagle Eye, then follow it norhward until you find 
the dead ”lin”, Put the corpse in the wagon then take cover behind the designated lo. 
Once the “tiger” jumps inside, shut the door to lock it in. Drive back to Margaret's camp 
to complet the assig 


HE'S BRITISH, OF COURSE —IV & V 


Availability: Complete the previous part of this mission 

Walkthrough: Margarot's final missing animal is located at Emerald Ranch, insido tho barn 
Folow ts trail, then head back outside and run to the stals just north of the bam, Tag the 
beast' head multiple times during the automatic Dead Eye moment, then fre to take tout 
Don't forget to collect your trophy (a lion's paw] before you return to Margaret's camp to 
end the mission and receive an emerald. 


NO GOOD DEED 


Availability: Complete “American Distilation” (Chapter 3 and any two other story missions 
cam bo started botwoon Bam and pm oniy 

Welkahrough: You wil find this stranger seated on a wooden crate to the northeast of the 
Rhodes saloon. After the cutscene, ide to the waypoint to the northeast. The wagon you're 
looking for is by the river on the southwest ide of Macamis's End. Toreach though, you wil 
need to defeat a group of hugs. Stealth is not an option here, sa approach trom tho front, pick 
off target to start the fight then take cover behind a tree. Push forward whenever the coast 
is dear until al men are down, then drive the wagon back to the doctor, A couple of mounted 
foes wall atack you during the joumey back. but these pose no real danger 


THE INIOUITIES OF HISTORY 


Availability: Complete “An Honost Mistake” (Chapter 3), 
Walkthrough: This stranger, Jeremiah Compson, hes on à bench outside the train station 
in Rhodes. After speaking a him, make your way to his ald house to the north. Enter via 
the back door and start looking for Compson’s belongings. Th first one, the antique pocket | 


watch, rests on the freplace in the living room. There are also four eters that you can 
collect to learn a le more about Jeremiah. Next, head to the second fireplace: when you 
examine the photo on it, two thugs armed with knives wil appear. You can fight fair and 
square, alternating between blacks and counters, ar draw à weapon to take them down 
vath instant headshots. After the fight, pick up Compson's broken pistol and walk to the 
tap door in the parquet Noor, Open it and head dawnstais to find a secret basement, where 
the ledger awafts (along with a diary). Once you have all three tems. speak to Jeremiah at 
the waypoint. Note that you wil gain honor if you kl him afterconfconting him 


THE TIES THAT BIND US —1 & Il 


‘Availability: Complete “The Joys of Ctization” (Chapter 4} 
Wealkahrougir: You can nd two prisoners (Mr Black and Mr White) outside Rhodes. They 
ask you to remove ve wanted posters that are displayed in the town. One af them iin the 
hands of à bounty hunter outside the saloon. He will refuse to give it to you, so you will 
need to loot it after whatever measure of force you deem appropriate Twa posters ara found 
on telegraph past: one oppast the dacta's afie, the other autsida the gunsmith You'l 
need to beat up the man leaning against the latter first. so be mindful of witnesses. The 
final two posters are posted on noticeboards: one inside the train station, the other right 
}_neat to the shenf's office. Once you have retrieved all fve, meet up with the two fugiùves. 
ala campfìre directly south of the train station. Al this paint. you can either capture the two 
comics for the bounty reward (and end the mission strand here), ar bum the posters to 
trigger the next part af this mission. 
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THE TIES THAT BIND US — 11 TO V 
Availability: Complete the previous part of this mission, choosing to burn the posters. and 
wait at least 24 in-game hours 

Walkahrough: The two fugitives have now set up camp by Dewbery Creek. to the north of 
Rhodes (2 & ED. They are both sick and ask fora health cure. If you decide to help, feel 
(ree to give them the item immediaty, you don’ have one to hand, it can be crafted or 
purchased fram any doctor. Doing so unlacks a final potential encounter with Mr Black and 
Mr White at east one in-game day later. This occurs in the wildemess, to the northwest 
of Strawberry (OD. Head toward the raised wooden 
last time. 


THE ARTIST'S WAY —1 TO IV 


Availability: Complete “The Joys of Civilization” (Chapter 4 

Walkahrough: The stranger behind this mission strand is found at Doyle’s Tavern in Saint 
Denis. One in-game day afte this frst encounter (EB). you can meet Charles Châtenay 
again this time in a precarlous situation in a back aley at the heart of the city (EZ). Deol 
will the man pointing gun al Châtenay to save him. Another 24 in-game hours later, pay 
hima vsitat the naarby art gallay (EO) between 6am and 6pm. Assisthim during the brad 
then walk with him. Finally, 48 in-game hours late. you wil find hum disguised as a woman 
close La the gunsmith (EI), where he wal nood you to escort him to the docks Just as you 
reach his ship, a fow men will attack. Punch them with a frearm equipped to knock them 
out instantly. After two in-game days, you will receive a letter from Charles; he informs 
vou that the drawing he gave you during the opening cutscene ís now worth much more 
Foel roe to sali at a fence if you need money, 


A BRIGHT BOUNCING BOY —I 


‘Availability: Complete “The Joys of Civilization” (Chapter 4); between Gam and 6pm only 
Walkthrough: This stranger, Marko Dragic, is found in the park in the southwest of 
Saint Denis during the day. After the cutscene, you gain control of à boat on the lake. 
Using broadly the same commands as when riding a horse. your goal is to destroy 
stationary warships (B) while avoiding or blowing up the mines on the way; the latter 
hazards will home in on you if you get close, so maintain a safe distance at all times. 
Return the baat to the dock when you're done, then rapeat the same task — this time 
on moving sailboats. Wait in your starting position to stay clear of the mines and let the 
sailboats come to you, taking their speed into account when you fire 


THE MERCIES OF KNOWLEDGE — V TO VIL 


Availability: Complete the previous part af this mission 


A BRIGHT BOUNCING BOY — Il 


Awailbility: 24 in-game hours after you complet the previous part of this mission; only 
available if thero is an active (hunderstorm. 
Wallhrough: Visit Marko Dragi at Ooverhil between {Opm and Sam, in the far northeast 
corner ofthe world map. He needs you to place lightning conductor in lectrostatic fields 
To find them, you have à detector that you can aim by holding (2/1: the coil lashes 
more rapidly as you approach an appropriate position. Head to the highlighted area right in 
front of your starting paint and use the device to locate tha first feld. Press @/O vo place 
a conductor. Repeat this with the next two: the second is up the hi drecty northwest of 
where vou placed the first detector, and the third then lies to the east. Return to the lab 
once all three conductars ar in position. Next, ou need to chmb the tower oppsite the 

| lab entrance using the long ladder by the central pillar. Inspect the switching array and 


gparate the switches as follows: st the two side swrtches In ether order. and then the 

middle switch. Betun to the lab wien youre dons. On a subsequent visit to the ab. at 
|_ toast 48 in-game hours later, you will have a chanco to acquie ho electric lantem and find 
out what happened to Marko in he meantime. This leads t tho appearance of a special 
Charactar that wa cover on page 234. 


THE MERCIES OF KNOWLEDG! 


‘Availability: Complete “The Joys of Cilization” (Chapter 4} 
Walkthrough: This stranger is à professor located in the Saint Denis slums in the northeast 
of the city. After the cutscane, head to the Rhodes train station between 6am and ôpm and 
ask Alden, the erk, about the moonshine. Read the nale in your satchel, then make your 
way to the ambush site at the three-way junction in Bluewater Marsh, north of Saint Denis 
Thi is a ai routine coach robbery: call out to the driver to make him stop the wagon. 
then move to a position where you have à good angle on the quards and take them al out 
in rapid succession. As you drive the wagon back to Professor Bel, be mindful that your 
cargo is fragile: you need to mave slowdy and careful to avoid bumps. After the cutscene, 
ride to the police station and talk to the chief behind the counter. In exchange far the permit 
required by the professor. he demands a payment of $100.I you negotate. you can heggle 
this down to $50 laskang aagressively has the opposite effect, bumping up the price to 
$150). Pay him, then retum to Bel 


Walkthrough: The professor. stil in the Saint Denis slums, now asks you to capture a | | Prien 
subject for his experiment — a bounty by the name of McDaniels. Read the poster in 
your satchel to reveal the whereabouts of your target, who is found to the northwestof | | MISSIONS 
Emerald Station. The man has set up camp with multiple companions just north of the 
railway. Stealth is not an option here, and the bounty will attempt to escape soon after 
you are detected. It therefore makes sense far you to remain on your horse the whole time ATLAS 
Dispatch a low enemies, then chase your target as soon as ho lacs. You must capture him 
alive, so lasso and hoge him, When take him back o the professor in Saint Denis, being { | WEAPONS 
ready for a potential ambush on the way. The finale of this mission takes place in front 
of the gallows in the center af Saint Denis, at least 24 in-game hours after the previous | | ITEMS 
step, Loot the body af the professor before you leave to abtain the electric chair blueprint Ea 
INDEX 
INTRODUCTION 
THE WISDOM OF THE ELDERS falen 
‘Availability: Complete “Fleeting Joy” (Chapter 5) TRANSPORTATION 
Walkthrough: Head to the base of the long raihway bridge direct to the west of Van 
Horn. Pick the man up when he calapses and cany him back to Butcher Creek, à short k CAMP 
distance to the north p 
BUNTING 
FISHING 
ATTRIBUTES 
Honon 
THE WISDOM OF THE ELDERS CHALLENGES 
Availability: 28 in-game hours after you complete the previous part of this mission, Lw 
between 12am and Jam only. ENFORCEMENT 
Walkthrough: Head to tho highlighted are bohind the house and kilthe mangy dogs that 
attack you. Nate that malee attacks followed by hip shots work well to rapel them ifthoy | | ROBBERIES 
get too dose, A second highlighted zone now appears by the bridge: run there and save | | souwry 
the villager, then assist a second individual that runs across the bridge. Afterwards, escort | | HuvvING 
them both back to their building. 
GUNSLINGERS 


LOANSHARKING 


u 


TREASURE 
‘Availability: Complete the previous part of this mission. HUNTING 
Walkthrough: Ride to the forest to the southwest af Butcher Creek. You have 13 cursed 

Objects to destroy in the highlighted area. They ll hang from trees, with their wind chimes SPECIAL 
revealed when you activate Eagle Eye. The mast reliable way to spot them, though, is to coLLECTIBLES 
keep an eye on your radar: whenever you move within proximity of à cursed object, a red eas 


dot brefly appears on the 
when you're done. 


op, showing you its exact position. Retum to Obediah 


TABLE GAMES 


CHANCE 
ENCOUNTERS. 


SPECIAL 


THE WISDOM OF THE ELDERS — IV CHARACTERS 


Availability: Complete the previous part of this mission 
Walkthrough: Ride to the mine to the northwest of Butcher Creek. Tap G/ repestedy to 
remove à plank from the entrance, then walk inside. After the explosion, head through the 
opening on your lft. You will soon notico that the fumes tako a gradual Loil on your health 
mate. This soves as a time constant, but you should sl top and lont tho bodies on the 
way — some of them are holding valuable. Keep advancing through the network of tunnels 
unt you reach the exit A cutscone is triggered as you retum to Butcher Creek. When it ends, 
collect the bil stacks and the letter on the nearby table before you leave. 


‘Availability: Complete “The Gilded Cage” (Chapter 4} and open Mayor Lemieu's letter 
between 1Opm and Sam only 

Walkthrough: This mission begins at the mayor's house, on the nortwest edge of Saint 
Denis. After the cutscane, drive to the art gallery ta the east. Once you raach Professor 
Shitacre, folow him from a safe distance. After he takes a left and walks toward the 
fountain, with no witnesses in sight, confront him. You will need to beat him a few times to 
intimidate him sufficiently. Retum to Jean Marc to complete this assignment. 


188 — EEn 


RED DEAD 
REDEMPTEEN. 


6) THE AMERICAN INFERNO, BURNT OUT —1 TO V 
Availability: Complete “The Landowming Classes” (Epilogue 1. 


Walkhrough: Ts stranger can be found atop 5 tocky promantary to the southwest ol Prmen 
‘Availability: Complete the previous part of this mission and open Mayor Lemieux's second Strawberry (EI) between 6am and 6pm. Evelyn Miller invites you to visit him 24 in-game 
feae dograligd ar he saba hours later. Kis cabin is located at Tanner's Reach, straight west from Manzanita Post MISSIONS 
Walkhrough: After vtüng the maya's house head to the highlighted area to the north (EB Folaw him an horseback, lreing the wrapped animal an the way. When you reach 
of Salt Denis: Wen ti od euwe aren wok alangkah and proe O1 U jag on the hunter camp. be ready fr a short bate. You can either knock your opponents out 
rg epe laand; vat a weapon in hand, or kl hem ouwight. On a subseguent visita east 24 in-game ATLAS 
em dngcch hours later (ED, you will ind Miler so busy that he doesn't even take the time to at 
Leave him lood at his door f you have any: buy. hunt ar cook some otherwise. You wl wearons 
need to repeat hs on  retum ii another day later (LD, Retum one last uime, at least B his 
in-game hours afterwards. to ing his story to a case (Pick up the platinum packet je 
\wateh on hs desk bele ou set he curtain an fr m accordance wh Mia's instructions ETRA 
IDEALISM AND PRAGMATISM II En = a 
et tho provious part of his mission: vii he mayo’shouso betwoen ® 
| Aaii Complet te rou ata ti misior:vilt eran’ tous beton americaanse 
Mrt erk gr deed rd Foe Zeharie a cnupdrot bie Amal: Conpieto al roe “Murder Scams” chanca oncuntas (50 page ZIE INTRODUCTION 
en ad eN bean En dn epigonen te ine | | ORS 
cany him back lo (ha maya's house without bïng deteced. To do sa, walk rough tho “Murder Scene” chance encounters, yat can open he basement doors show in this 
park right in font of you use he exit on the northeast ide. hen head west folowed by Koos egaal ed 
1 den bn on pn oe en ge en | | 
body in the watar or otúng him go (wich Ioads to an honor gain) I you opt to kil Jean Gtscoe. ess O/ to brief stan ya salat ber ach im ot wl a Large || 
Ld A ND LAD LL of punches. Hoge him and take him to tha waypoint in Valntine. When the murderar 
ar, vou ° k je i assault he sherill activate Dead Eye and shoat the criminal in he head. Yau wall be 
| ENOR tankod lor is wah bil fold. Should you la to inorvone in à maaningul fashion, the | | FSG 
sheriff wil eventually overpower ond kil his assailant— but you wil notrcoiveareward. | | Arrmoures 
Hono 
THE VETERAN cmALLeNoEs 
A FINE NIGHT FOR IT Law 
Availability. Chapter 6 onward EN: 


Wallhrough: You will find this stranger seated against a rock by O'Creagt's Run, to the Availability. Complete one of the “Torch Procession”, “Stalking Shadows”, “Spooked 
Horse”, or “Voice” chance encounters (see page 223); mission available between 10pm ROBBERIES, 
and Sam only. 

Walkthrough: After competing any of the chance encounters listed above, head to this 
stranger at night time —he has set p camp in the Bayou, just northwest of Lagras Listen to 
his story and agree ta help him. Folow him until you reach his property. A handiut of Night 
Folk ocoupy the area: take the first one by surprise, then pick off the others as they sprint 
in your direction with instant headshots. After you enter the house, reinforcements arrive. 
Take cover behind the railing and dispatch them one by one, priorting thase who wield GUNSLINGERS 
machetes — these can potential kil you with a single blow. 


west of Annesburg. After your conversation, run toward the highlighted area to the east 
You wil soon see the man's horse, Buell by the lake. Walk to him while holding C2/ 
and press D/@ as p ted to calm and pat him. Once he has accepted you, lead him 
back to the veteran — who then introduces himself as Hamish Sinclar 


BOUNTY. 
HUNTING 


THE VETERAN — Il LOANSHARKING 


Availability: 24. in-game hours after you complete the previous part of this mission ThEASURE 
botwoon Gam and Bpm only HUNTING 
Walkthrough: Visit Hamish Sinclair at his cabin, Once inside the boat, row to the sf 
highlighted area, then equip your rad with the special lake lure and start fishing. When SPECIAL 

your companian falls in the water, press @/@ to grab the oars and row to him. Row to COLLECTIBLES 
the fishing spot and set up again. This time, the legendary northam pike will bite — and give rn, 


vou a serious challenge, To succeed, we strongly suggest that you employ our advanced 
veoling-in tochnique. In short, he idea is o boost the affiiency of your reeling sessions by 
togularhy tlting ® downward to pull the rad up — see page 165 for details 


TABLE GAMES 


CHANCE 
ENCOUNTERS. 


SPECIAL 


THE VETERAN — {Il CHARACTERS, 


Availability: 24 in-game hours after you complete the previous part of this mission 
between 6am and &pm only 

Walkthrough: If you pay Hamish Sinclair another visit at his cabin, you wäll soon find 
yourself on the tail of à wolf. When Hamish asks you if you want to track the animal 
yourself eel free to aceept his offer: Eagle Eye enables you to follow the trail at your own 
pace. When you approach a wol at the end of the path, be ready for an ambush in which 
an entire pack wal attack you. They move fast and can reach you within a split second: 
should one manage to bite you, unleash à swat melee blow followed by à volley of hip 
shots. Be ready for an automatic Dead Eye moment when the leader of the pack rushes 
toward you 


THE VETERAN — IV 


Availability: 24 in-game hours after you complete the praviaus part of this mission, 
between 6am and 6pm only 

Walkthrough: You can visit Hamish Sinclair one ast time at his cabin, After the cutscene. 
go after the logandary boar until it ral leads you back to Hamish. Mount up and inspect 


the marked dead wolf at the top of the nearby il. When you hear gunshots, galop to the 
highlighted area until you find Hamish again. During the automatic Dead Eye moment, tag 
the boar's head multiple times to take it out instant. Don't forget to hold @/@Q when 
close toit to take a trophy from the animal. You can also claim Hamish’s horse at this point 
il you wish, or at least take him to a stable to keep him safe. 


Oh =t Te 


GUNSLINGERS 


This mission strand can be started from Chapter 2 onward by talking to Theodore Levin, 
side of Valentine. He gives you four photos, as well as a camera. This triggers the multi-step assignmen: 


je “stranger” siting at the bar in Keane’s Saloon. on the east 
alled “The Noblest of Men, and a Woman’ 


Fm 


ze 


VE aco weananoez 


7 EEEN 


BILLY MIDNIGHT 


(EEG 


WEZD trcooone Lew secono Encaunren 


THE NOBLEST OF MEN, AND 
A WOMAN — 18 II 
EMMET 

@ 


GRANGER 


Alter reading the text on the 


The fist four assignments each follow the same structure 


First, open your satchel and examine one of the photos 
that Levin gave you: press @/@ as you hold it to flip it 
and read the text on the back. This officially triggers the ack of Emmet Granger’s photo 
related gunslinger mission, head to the small homestead in 
tne highlighted area, directly 
Head to the waypoint that appears on your map and 
complete the required steps, as described in our 
walkthroughs in this section 


east of Flatneck Station, and 


speak to the man. When asked 
to clean the hog pen, pick up. 
the pitchfork. Press @/O 


Every time you are dane with a gunslinger, be sure hinne do otk di 


to collect their weapon from the ground (with one 
exception, as detailed in the appropriate walkthrough) 
These firearms have unique stylings — and this is your 
one and only chance to obtain them. If you leave and 
come back ater, they will be gone. 


drop it off in the wheelbarrow 
After the cutscene, place 

dynamite an the manure sto 

lead to an inevitable duel, and 

Disarming him is nat an option, and he is extremeh 

Before you leave, take à picture of each gunstinger. You duel begins. hold /G lightiy when prompted to fil up y 


need a close-up view of the entire body for the shot to, press fuly to wigger the actual slowmotion effect U 
qualify. to adjust a clean headshot. Once Emmet is 


then equip your camera from the item wh 


® FLACO 


HERNANDEZ 


Flaco Hemandez is hiding out 
near Cairn Lake, a short distance 
tothe southeast of C 

your camp is based during 
Chapter 1). His camp is guarded 
by a few men, Threaten them 
and they will let you through. 
or dispatch them if you prefe: 


Flaco himself is inside th 
shack: cal him out with your 
weapons holsered to make him 
step outside. A duel ensues: fil 
aur meter by holding 2 (@L light, then fuly to wigger Dead Eye You should 


@® BILLY MIDNIGHT Ee pdgebiedjeptjen 


picture af his corpse before you depart 
Visit the Rhodes train station and speak to the clerk 
at the ticket booth: hold C2/DD and press ®/D 
to inquire about Billy Midnight. Hop aboard the train 
that puls into the station, then head to the 
find the gunslinger. After you speak to him, give cf 

you bath end up atop a cariage. A duel ensues 
and, once again, you need to fil yo fist (hold, 
B/L lighty) then wigger Dead Eye (press firm) 
and fire. Midnight wil cr prepared to aim 
low. His death is unavoidable; ev disarm him, 


Black Belle is found in a stikt 
he will take his own life with another gun, or die to cao: at ok lan 
a second shot to his hand. Take a picture of his body directly north of Saint Denis 
and claim his pistol before you leave. 


After your meet with her, bounty 
hunters arrive, 0/0 wv 
detonate the explosives when 


THE NOBLEST OF MEN, AND hein etn ibee 
A WOMAN = III TO IV 


s of reinforcements. 


gon as the wagon-mounted 
Once you have the pictures of all four gunslingers and 


complete the Chapter 4 story mission called “A Fine Night 
of Debauchery”, this next step is unlocked. Return to the old 
saloon in Valentine and ask the bartender about Calloway. 
He tells you where to find Levin and Calloway: on the Grand 
Korrigan riverboat in Saint Denis. Speak to the guard at the, 
entrance on arrival to trigger a cutscene where you learn 
about your next target — Slim Grant 


Gatling gun enters the fray, be 
quick to pick off the individual manning it. More foes will continue to pour 
in from all directions. Take them all out, proritizing anyone who attempts to 
head for the turret. Once the dust setties, photograph Black Belle. There is no 


weapon to collect on this occasion. 


(72) SLIM GRANT 
Mate your way to the sheilfs ofc in Annesburg and speak to the lawman inside. After your 
head to the ouda cam highighted on our map, to the west of Annesburg. on the 
Vour goa here sto capture Stim Grant wo istie toa tree Thee are any 
pose no nee they e al dead, cut Grant 
tim an your hase and take him to the designated drop oft point to the norhess. 


ine Drop. When the duel begins after the cutscene, proceed as usual: hald F&L light 


pted to fil up your meter, then press fully to trigger the actual slaw-motion effect and 
shoot your target. You can then claim his gun. 
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LOANSHARKING 


You receive all loansharking missions from Strauss, one of the Van der Linde gang members. Most of his assignments are 
intertwined with the main storyline — and therefore covered in the Missions chapter of this guide — while à few of them 
are entirely optional. For ease of reference, we document them all here, In this entire “Money Lending and Other Sins” 
stonyline, your goal is to retrieve money from debtors 


These missions are time-sensitive, and must be completed before you reach a critical point in the main story during Chapter 6. 
If necessary, consult the flowchart on page 94 of the Missions chapter for details 


hal 
 LOANSHARKING LOCATIONS « 


MR WRÓBEL 


‘Availability: Money Lending and Other Sins —1& Il (Chapter 2) 
Walkthrough: Wrûbel lives in a small house found in the middle of a marked area, just 
west af camp. Confront him, then loot his house to settie the debt. Note that you can also 
take his horse rom the stable outside. 


CHICK MATTHEWS 


Availability: Money Lending and Other Sins —I & Il (Chapter 2) 
Walkthrough: You will find Chick Matthews under a wooden canopy, in the marked area. 
to the west ol Emerald Ranch. To identily him, you frst need to talk to the man sitting 
on à nearby uprooled tre. Matthews uses this opportunity to get away on horseback 
Immediately galop after him; as soon as you catch up, stop him with the lasso. You can 
also kl him, though this leads ta an honor loss. Either way, you wil then obtain a weasure 
map, which you can examine by selecting iin your satchel. After viewing the treasure map, 
head to the waypoint and examine the hole in the tee. 


Mi mi 


LILLY MILLET 


‘Availability: Money Lending and Other Sins 1 & Il (Chapter 2) 
Walkthrough: Lily Millt sits on a bench by a house at the northerm edge of Emerald 
Ranch. Confront her to wigger a fist fight with Cooper. Focus on defensive tactics and 
eounterattacks to knock him out, then laat him to retrieve the money. Ia witnoss saw your 
erimes, be swift to stop them before they report you to the law. 


THOMAS DOWNES 


‘Availability: Money Lending and Other Sins — II (Chapter 2) 
Walkthrough: Search for Thomas Downes in the marked area, just southwest of Valentine. 
You wil find him à short walk from the east side of the house. Ty to comvince him to pay 
his debts in whichever manner you deem appropriate. After the cutscene, etur to Strauss 
back at camp to complete the mission. 


GWYN HUGHES 


‘Availability: Money Lending and Other Sins (par Nin Chapter 3, or part Vin Chapter 4} 
Walkthrough: Geyn Hughes is found in Rhodes, outside {he house neighbaring the 
gunsmith. After you confront him, follow him to the churchyard, car out the townsfolk in 
the area, then retum to him. While he exhumes à body, stand guard at the entrance and 
sop arpa rom nering, Wan twe men Ly to go Logt rages, au ca ltr | 
beat hem up or scare them off by pointing your gun at them. Take the diamond braoch | 


‘rom Gwyn to complete tho assignment. 


WINTON HOLMES 


‘Availability: Money Lending and Other Sins (part IV in Chapter 3,or part Vin Chapter 4) 
Walkthrough: Winton Holmes has set up camp on the heights just north of Strawberry. 
Follow him to the cougar’s den, but make sure you are well prepared before you enter. This, 
is probably the most difficult of all laansharkäng missions. The predator you re about to face 
is agile and extremely dangerous, with the lack af light in the cave furthor complicating 
matters. After you split up at the fork, you will soon hear that Winton is under attack 
When you find his body, stay there as his lanter offers a precious source of light. Equip a. 
powerful, fast-fing weapan and look out for a red dot on your radar: as soon as it appears, 
face the corresponding direction and immediately trigger Dead Eya to elminate the cougar. 
Once it's daad, sk it and sell the pelt to Strawberry's butcher. 


Awailabiity: Money Lending and Other Sins —V (Chapter 4) 
Walkthrough: Algie Davison is drinking by the riverbank just south of Braïthwaîte Manor 
He asks you to follow him to his house. When he hands you a box or his son pours you a 

drink, take it to trigger a battle. Knock him out, then search his house to recover the debt. | 
There's à double-barreled shotgun on the living raam freplace and various callectbles | 
here and there, but the real prize is hidden in a chest in the son’s bedroom. Ï 


J. JOHN WEATHERS 


‘Availability: Money Lending and Other Sins — VI @ VI (Chapter 6) 
Walkthrough: This individual can be found near Moonstone Pand. When you confront 
Weathers, à group ol soldiers looking for him launch a surprise attack, Eiminate the 
Interlopers, then choose between absolving or recovering the debt 


ARTHUR LONDONDERRY 


‘Availability: Money Lending and Other Sins — VI & VIN (Chapter 6) 
Walkthrough: To find Arthur Londonderry, head to the entrance to Annesburg's mine. 
After questioning the guard, enter the pit and speak to the foreman. Your next destination 
is the debtors widow, outside a small cabin at Butcher Creek a short rida to the south 
of your current position. After a conversation Arthur decides to absolve her, but you can 
also chaose ta give her money (and gain honor far daing so). Return to Strauss at camp to 
complete this mission strand. 


== == ne 195 


PRIMER 
MISSIONS 


ATLAS 
WEAPONS 
tres 
Exrmas 
Innex 


INTRODUCTION 
HORSES 
TRANSPORTATION 
camp 

HUNTING 
FISHING 
ATTRIBUTES. 
Hovon 
CHALLENOES 


Law 
ENFORCEMENT 


ROBBERIES. 


BOUNTY. 
HUNTING 


STRANGER 
MISSIONS 


GUNSLINGERS 


TREASURE 
HUNTING 


SPECIAL 
courcrieurs 


GANGS 
TABLE GAMES 


CHANCE 
ENCOUNTERS. 


SPECIAL 
CHARACTERS 


_ TREASURE 


HUNTING 


Available from the beginning of Chapter 2, treasure hunting missions are. 
lucrative activities that you can complete every time you find a treasure 
map. Open your satchel to view the document, which wil feature 
illustrations and clues. Your goal is to make sense of these in order to 
identify the area in question. Head to that location and you will find 
another map, with more clues to decipher. After you solve the puzzles of 
the first three maps. you obtain a fourth and final map that leads to the 
actual treasure. 


‘These challenges are best enjoyed without any form of assistance, though 
solving them may be rather difficult until you are suitably welktraveled. If 
vou get completely stuck, the folowing maps and walkthroughs detail the 
locations of all hiding places. 


« JACK HALL GANG TREASURE * 


JACK HALL GANG MAP 2 


‘Availability: Complet this missions previous stop 
Walkthrough: f you open your satchel and consult Jack Hall Gang Map 1, vou 
might recognize Caliban’s Seat, just narth af Harseshoe Overlook. From the top 
of the cf you can traverse narrow ledges to reach a crack in the wal, inside 
which the sacond map awats 


ÏÌ JACK HAL GANG Tacasune ME 
— 


zack at GANG Mr DS 
AG 


JACK HALL GANG MAP 1 


Availability: Chapter 2 onward 
Walkthrough: To begin this assignment you fist need to speak to Maximo. 
à stranger looking through binoeulars found a short distance to the west of 
Flatneck Station. He will offer to sol you a treasure map for $10,I you dechne, 
he will lowar his price to $5. You can always rob him instead if you prefer. 
though this will cost you a le honor. If you fail retrieve the map from 
Maxima (for example by kling him and not looting his body, you will be able 
to purchase it from a fence 


JACK HALL GANG MAP 3 


Avaiability: Complete this missions previous step. 
Walkthrough: Tho socond Jack Hall Gang map loads you to Cotorra Springs. 
dìrectiy west of Bacchus Bridge. The map is hidden in one of the piles of rocks. 
clase to the geysers. 


JACK HALL GANG TREASURE 


Availability: Complete this misston’s previous step 

Walkthrough: The third map shows a location caled O'Creagh's Run. ar to the 
north of Emerald Station, ín the Gries East. Sym to the smal island in the 
middle of the lake and inspect the bushes to find the Jack Hall Gang treasure 
hidden under a rock — and obtain two gold bars in the process. 
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‘Availability: Complete “The New South” (Chapter 3) Ken 

Wallahrough: To obtain the first map, ou need to complete the Treasure Hunter | cparLenoes 

chance encounter which can occur randomly at multiple locations (see map 

above). Wien you run into a man looking through binoculars, sprint 1 him and || LAw 

immediately knock him daw orhogtie him to loot the map from him.IFyoutake | | ENFORCEMENT 

too long he will escape on horseback, faring you to chase him. Note that you 

fall to recover the map on three different occasions, it wil become avalablefor | | ROBBERIES 

purchase at fences. BOUNTY 
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HIGH STAKES TREASURE MAP 2 LOANSHARKING 


Availability: Complete this misslon’s previous step 
Walkthrough: The fist map leads you to Cumberland Fals, a short distance 


cast of Wallace Station. Walk behind the waterfall and climb to the ledge above SPECIAL 
(nde smal ook. The sacond map ls hiden bain a roc couecrietes 
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HIGH STAKES TREASURE MAP 3 


‘Availability: Complete this missions pravous step. 
Walkahraughr: Your next gaal requires you to travel wp the snowy mountains to 
Barrow Lagoan a frazen lake found deep in the West Grizzlies, ta the northwest 
ol Valenune. Moke your way up to the log bridge connecting the mainland to the 
smal island in the center: the map is hidden in a smal hole on tho log bridge 


HIGH STAKES TREASURE 


‘Availability: Complete this missions previous step. 
Walkthrough: The location hinted at by the third map is a winding and 
|. treacherous path along a ciff edge located to the southwest of Bacchus 
Station. Careluliy make your way dawn the ledges unil you each à small rock 
overhang that requires you to crouch ta pass through. Look to the far side of 
the overhang to ind three gold bars hidden in a smal crevice in the cl ace 
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LE TRESOR DES MORTS MAP 1 


Availabilty: This is a bonus mission exclusive to players who pre-ordered the 
digital version or ov the Specal/Uimate Edition of Red Dead Redemption 2. 
Walkthrougi. Vist the bumed settlement just southwest of Horseshoe 
Overook. The only building that stil standing isa stane jailhouse. Enter ft 
‘and pick up the map next Lo one of the wo corpses inside 


LE TRESOR DES MORTS MAP 2 


Availability: Complete this mission’ pravious sop 
Walkthrough: Tho next map is found at the Saint Denis docks. Is hidden in 
‘an underground passage that connects the Cornwall Freight Statan’s yard and 
the harbor. You can obtain the document by examining he wal next to the only 
wooden crat in the passage 


EN 


LE TRESOR DES MORTS TREASURE 


Availability: Complete this missions previous step. 
Walkthrough: Deciphering the second map leads you to the Saint Denis 
cemetery — more specifically, wo the mausoleum with a stained-glass window. 
to the west of the dome, just narth of the main walkway. Inspsct the 
wall on your left to uncover a hole and obtain fre gold bars 
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is Pamnen 
Misslos 
The world of Red Dead Redemption 2 is filed with unique items that _ CIGARETTE CARD SET REWARDS 
vou can collect to complete optional missions — and you gain some _ 
Ser REWARD 3 rf 
meaningful rewards for your troubles. 
First set (any) Vintage Cl War Handeufis eend 
pen [Famous Gumstingers__ | spec snake 01,$50 
D®@ CIGARETTE CARDS Arita, Writers, Poets | Ginseng Ei $100 AE 
den — Vistas of America Gold Nugget. $100 EXTRAS 
There are 144 cigarette cards available in the world — 12 sets of 12 || Gems of Beauty Platinum Chain Necklace $100 INDEX 
cards. Every individual card can be picked up at a specific location. Fora of America Spocal Mace Tonic. $50 
However, note that one card from each set will not appear until you Stars of the Stage Small Jewelry Bag, $50 
wigger the “Smoking and Other Hobbies” mission. Fauna al America Perfect Rabbit Pat, $50 IrRoDucroN 
Marvels of Travel | Aged Prato Rum, $50 onze 
This assignment becomes available after you complete “Who is Not__|[” World Champions Valei Root S50 
Without Sin”, one of the fist story missions in Chapter 2. To initiate it, Amazing Inventions___ | Voatlo Oyramit,$100 TON 
speak to the stranger sitting on à bench outside Flatneck Station. He Horses Special Horse Modicine, $50 CAMP 
invites you to mail him every full set of 12 cards that you gather, and Prominent Americans __| Eagle Foather x3, 850 1_| HUNTING 
offers payment in exchange. This is a long-term task where you wil À EN | Bie 
gradually accumulate cards during your travels — but some of them may 
prove much harder to find. ATTRIBUTES 
Honon, 
Cards can be obtained in two ways anas 
By picking them up in the world, as each card has a specific place LAW 
ENFORCEMENT 
where it can be obtained. We show these 144 locations on the map 
on page 204 nogsenies 
BoUNTY 
By purchasing, collecting, or looting premium cigarette packs HUNTING 
which each yield a random card when opened. Cards acquired in STRANGER 
this manner can be literally any type; they can even be duplicates of MISSIONS 
cards you already own, Duplicates can be sold to fences. Edet 
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DOE __ EXOTIES 


Exotics are rare items that can be collected as part of the “Duchesses 
and Other Animals” mission. This is triggered by speaking to a colorful 
stranger called Algernon Wasp. He can be found inside a wrought-iron 
greenhouse in the backyard of à large blue house just north of Saint 
Denis after you complete “The Gilded Cage”, a story mission during 
Chapter 4 


After the cutscene where Algernon introduces himself (which is 
considered as stage IER of this mission), there are five additional 
stages ) available in sequence. For each of these, 
‘Algernon gives you a ist of exotic items he would like you to retrieve 
for hìm. Once you have everything ticked off, take them back to the 
callector and he will reward you handsomely — as documented in the 
Requested Items” table below. 


Plumes are dropped by rare birds that you can hunt in the Bayou 
swamps, particularly on and around the Lagras islands. 


Nests of gator eggs are found in the same area, on and around the 
Lagras islands. They are often guarded by alligators 


Rare orchids can be picked a single time per stage at each spawn 
point, Note that there are additional, ambient specimens to find in 
the world other than those that Algemon asks for. Any extra orchids 
that you obtain can be mailed to a mysterious buyer who leaves 
notices on post office walls. Some of the mission-specific orchids 
grow in the ground, but many are actually epiphyte and grow on 
tree trunks. This applies to the following species: Rat Tail, Acuna's 
Star, Cigar, Clamshell, Ghost, Lady of the Night, Spider, and Night 
Scented 


STAGE ITEMS REWARDS 


«5 Lite Egrot Plomes 
« 5 Reddish Egret Plames 
« 5 Snowy Egret Plumes 
«15 Lady of the Night Orchids 


« S110 


« 20 Heron Plumes | 
« 7 Lady Sipper Orchids « 125 
« 10 Moecasin Flower Orchids 


« 25 Gator Eggs 
« 3Acuno's Star Orchids 


5 Queen's Orchids 
10 Sparrow s Egg Orchids 


« 7 Cigar Orchids B 
5 Ghost Orchids 
« 30 Spoonbill Plumes 
| * 5 NighlSeenled Orchids |. ene 
« 10 Rat Tail Orchids pie 
« 5 Spider's Orchids 
« 5 Clamshell Orchids 
. 's Mouth Orchids |; $200 
» 5 Dragon's Mouth Orchids | 5 Bic hat 


« Algernon’s Revolver 
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DE) __DINOSAUR BONES 


Dinosaur bones are special collectibles required to complete a PRIMER 
side mission called “A Test of Faith”. This can be triggered from the MISSIONS 
beginning of Chapter 2 by speaking to a stranger excavating fossils just [ 
southeast of Horseshoe Overlook 
ATLAS 
WEAFONS 
DINOSAUR BONE LIST 
Ems 
+ 
NAME NOTES ein 
Hearlands Oil Field Bone _ |A the bottom ol the wel underneath 
Locat [the of derek | INDEX 
Berns Beery Cek | atwrotDenen Cine | The paleontologist, Deborah MacGuiness, asks you to find 30 dinosaur 
Bane Location, open bones throughout the country and to mail their coordinates to her from 
Scarlett Meadows Jusrsouth of DewberryGreek in __|| _@nypostoffice. As you reach certain milestones in this activity, Deborah INTRODUCTION 
Dewbarry Creek Bone ele el Dente Eg s. Wh ei s 
Location the open will provide rewards. When you complete the assignment, she will send > 8 Horses 
IE ||__ vou a letter. Collect it at a post office and read it to obtain an invitation FK a | 
Hearlands Grassy Hill Bone ge | = : 
Loenti [Ona grass hu, in the open || her ranch at Fiood Rise in Cumberland Forest Travel her and TRANSPORTATION 
pennen 1E R { tn 
a ker Dac na rocky hili the open nn ii 
Ben Lo | kai HUNTING 
Grizzlies Rock Walt Bone EE 
Heartands CUL Face Bone | base of ie vocht ' Armbures 
| \ Honon 
['on tho ground, ust zout of the cabin 
| Ì Í CHALLENGES 
(Chol Springs High Desert_| Inside a small sock wal at the base . ' 
Bane Location, [ore hi Law 
Chan Sprnge Jr's Gap |0n amat saaw of Js 26 i ENFORCEMENT 
Bone Location, [opa iden by Bustes | Ë hossentes 
Henalgan's Stad Pike's_ [On te sighty lvated plateau ac the | 
Basin Bono Location ___| westend of tha canyon DINOSAUR BONE REWARDS BOUNTY 
HUNTING 
Hennigan’s Stead San Luis_ Just above the river shore, to the north 
Fern esdon… _|altosnaln | ! smmrn 
Cumberland Quart Chunk MISSIONS 
At the top of the cf just at the edge | 
Overlook Bo 9 y E 
4 i 15 Stul State l cunsuivcens 
Gries Calumet Raviae__ | Caught in te red rocky outerop, hear | 
Bane Location, [te top of te hi EI Deborah MacGuiness” Invitation. Jawbone Kri Ì LOANSHHARKING 
Grizlies Dakota River Ledge | On «smal ledge just bow he wo TRE 
one Location ofthe cht x 
Bone Locat Jonte | he N HUNTING 
Geige Marthe Boundary | on os ii the open neen eeen enden stede 7 | 
‘Grizzlies O'Creagh's the dgelme, drecty we 
Overlaok Bane Location” |OCieags Ran N | canos 


Roanoke Ridge Overlook | On a small rocky platwau, sou of the 


Bone Location [raiway bridge {| | raare cames 


CHANCE 


Cumberland Forest Bacchus |Naxt 10 a tone spk achet ofthe 
ENcoUNTERS 


Station Bone Location | rock cht southwest of Bacchus Station 


On te cli that overlooks Ih 
heading down toward the Brandywine 
[Drop watert 


Roanoke Ridge Kamassa | 


River Bone Location [on the west 
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Roanoke Ridge Vale 
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ate leve of the cls 
ol Kamassa Aver 


Roanoke Ridge Van Horn _ | A thick bone on the ground, at the 
Bone Location [aúgeot a cearag 


Boundary Bone Location 


On rochy terrain, about halfway up 


Big Valley Bery's Dream | Mount Shann, wer 


‘Overlook Bone Location he path winds 


[in an approximate °S” shape 
IE 

En Follow the bed of the dried-up var 

Heartands Southern Gorge | sgjacent ta the oi derek: the hane is 


Bone Lactin ieder | 
Big Valley Northern Cave__ | Inside a cave at tha bottom: of Mount | 
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Bone Location [oro Del Loba Rock | 
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Bone Location [Fo 
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Gaptooth Ridge North | Atte op af the chtf overlooking the 
Tumbleweed Bone Location | canyon, on the east side 
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On a rock ledge à ew steps ta the north 
of a wooden bridge that runs across 
Whinyard Strat just north of Window Rock 


On rock ledge near the top of the tal 
cl overlooking Dakota River 


On a ledge just beneath the chff edge. 
\most directly above à rope bridge 
spanning the Dakota river 


DE _ ROCK CARVINGS 


Rock carvings are large designs engraved into stone that you need to 
find throughout the world to complete “Geology for Beginners”. This 
mission begins when you speak to Francis Sinclair, à stranger seated 
outside his cabin to the northwest of Strawberry. 


He asks you to locate 10 of these carvings and to send him their 
coordinates by post. After mailing the tenth set, you can complete the 
assignment by reading his invitation and visiting him again at his cabin, 
where you can pick up the old brass compass — an ingredient required 
to craft the ravenclaw talisman at a fence, 


ROCK CARVING REWARDS 


E  REWARD 
| 1 


Kentucky Bourban, $10 
| 5 Roek Sue 


10 Francis Sinclai's Invitation Letter 
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Au the edge of the plateau that overlooks Ona rockledge clase to the tap of | Near he east shore af Elysian Pool 
Pond) Deer Cottage 
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DREAMCATCHERS 


During your travels, you will notice hunting requests (similar to bounty 
posters) displayed at the post office or train station in six different 
towns, 


Valentine 
Rhodes, 
Strawberry 


Saint Denis 
Van Horn. 
Armadillo 


There are five notices in total in this mission, but you can only collect 
one at à time; the stage that you wigger is the same irrespective of 
where you acquire it. Each notice features a list of animal carcasses 
requested by Ms Hobbs. If you obtain these and mail them to her, you 
wil receive a reward and unlock the nex 


After you fuif all five orders (which can be achieved during Epilogue 1 
at the earliest), you will receive a letter of invitation to the cottage of 
Ms Hobbs, which is found just northeast of Strawberry. When you visit 
her (which concludes the “A Better World, A New Friend” mission), she 
wil give you a final reward: a squirrl statue that you can put on display 
at Beecher's Hope. 


Note that you need to secure carcasses that are in perfect condition. 
This means that you must track animals of pristine quality and take 
them down with perfect kilts. For further advice on hunting, see 
page 146, 


HUNTING REQUESTS 


REQUEST ITEMS REQUIRED 


REWARD 


Once you have inspected all 20 dreamcatcher locations, à reward 
omes available inside the cave hidden behind the Elysian Pool 
erfal in Roanoke Ridge, Head to the main chamber and climb up the 

steep slope until you reach an alcove with cave paintings on your right 


Examine the painting ofthe large buffalo with a hole in ls eye to obtain 


an ancient arrowhead. This is a special item that makes your stamina 
you draw your bo 


meter last twice as long wher 


There are a total of 20 dreamcatchers that you can discover throughout 
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| came 


HUNTING 


eneen 


1755 
> DREAMCATCHER LOCATIONS « 


NE 


| 


FISHING 
ATTRIBUTES 
Honor 
CHALLENGES 


Law 
ENFORCEMENT 


ROBBERIES. 


BOUNTY. 
HUNTING 


STRANGER 
MISSIONS 


GUNSLINGERS 
LOANSHARKING 


TREASURE 
HUNTING 


GANGS 


| TABLE GAMES 


CHANCE 
ENCOUNTERS. 


SPECIAL 


“ 


” 


„ 


“ 


#5 (available 
from Epilogue 1) 


1 Perfect Rabbit 


1 Perfect Squirrel Carcass 


1 Perfect Cardinal Carcass 
1 Perfect Rat Carcass 
1 Perfect Woodpecker Carcass 


1 Perfect Chipmunk Carcass 
t Opossum Carcass 
t Oriole Carcass 
1 Perfoct Robin Carcass 


1 Perfect Songbird Carcass 
1 Perfect Sparrow Carcass 
1 Perfect Toad Carcass 

1 Perfect Skunk Carcass 
1 Perfect Bullrog Carcass 


1 Perfect Cedar Waxwing 
Carcass, 

1 Perfect Bat Carcass 

1 Perfect Blue Jay Care: 
1 Perfect Crow 
1 Perfect Beaver C 
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| Many chests and lock boxes are scattered across the world map, and some have been concealed with great care and imagination. They tendto | PRIMER 
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As you explore the world and progress in the main storyline. you will 
rum into enemy gangs more and more frequently. The most significant 
types of encounters arg listed here. 


Ambushes: Ambushes are set-piece events that occur randomly 
(but within a set of predefined possible locations) during your 
ravels. In these scenes, an enemy gang blocks the road or attacks 
vou by surprise, making conflict unavaidable. You can of course lee, 
though this is rarely practical if you are heading to a specific 
destination. As a rule, fighting from horseback is highly inadvisable: 
not only is it impossible to take cover while riding, but a stray bullet 
could also wound or kil your mount. The best course of action is to 
dismount and sprint to the closest cover position before engaging 
vaur enemies. Feel free to loot your victims after each shootout, if 
only to replenish your stocks of ammo, but be swift to depart 
afterwards to avoid sightings by potential witnesses or lawmen. 


Chance Encounters: Thero are also many chance encounters that 
involve enemy gangs. Like ambushes, they are triggered randomly as 
vou travel but with one key difference: here, you are not the target of 
the enemy gangs. You will find them robbing a coach or an innocent 
citizen, for instance, and it is up to you to decide if you wish to get 
involved, We cover all chance encounters in à dedicated section 
later in this chapter (see page 223) 


Hideout Captures: Hideouts are strongholds occupied by enemy 
gangs that you can capture by eliminating all foes within the 
designated area to obtain valuable items. 


» Main story missions have you conquer four hideouts: Six Point 
Cabin (Chapter 2, “Paying a Social Call”); Shady Belle (Chapter 3 
The Battle of Shady Belle”); Beaver Hollow (Chapter 5, “That's 
Murfree Country'); and Hanging Dog Ranch (Chapter 6, “Mrs 
Sadie Adler, Widow”). If you head to these hideouts before the 
corresponding point in the plot, au actually can clear them of alt 
gang members to score a capture. Note that Beaver Hollow is 
retaken by the Murfrees during the Epilogue 


» There are wo additional hideouts, bath in the State of New Austin 
that you can capture after you complete Chapter 6: Thieves Landing 
and Fort Mercer. A bonus hideout, Twin Rocks, is available only for 
owners of the Special/Utimate Edition of the game 


As a rule, capturing a hideout is no simple task. Enemies in these 
strongholds are plentiful, enjoy all sorts of cover positions, and can 
flank you if you press forward too quickly. They may also have access 
to powerful weapons. It is therefore in your best interests to make 
careful preparations before you launch an assault. Your best guns 
large stocks of ammunition and tonics, and a full Dead Eye meter are 


mmended. Always fight from a solid cover position 
and take out your opponents with quick headshots by flicking @ 
every time you lock on. Once you clear an area, push forward to the 
next cover position in ine and repeat. Note that you need to capture 
al sik hideouts if you are striving towards total completion. 


Campfires: You will also regularly encounter small enemy gang 
camps in the wilderness. These are essentially simplified versions of 
the hideout captures. I's usually a good idea to make à quiet 
approach to reach a convenient cover spot, then open hostilities 
with a surprise headshot. These skirmishes are usually worth the 
risk, as they give you a chance to loot supplies and, in most 
instances, a small chest containing valuables. 


The map on this double-page spread shows the teritries of each gang 
(with icons pinpointing the locations where ambushes, chance 
encounters, and campfies can randomiy occur), as well asthe positions 
of hideouts that can be captured. 


OTHER AMBUSHES 


the main gangs, you will occasionally be ambushed by 


5 and, during Chapter 6, by Pinkertons. These 


‘encounters work exactly in the same manner as those 
gangs. You are free to escape if you do not wish to fight 
Note that the 0'Drisc 


‘ambush locations 


pawn points become generic 


om Epilogue 1 onward. 
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TABLE GAMES _ 


en = ns nr 5 ef | ernmen 
MISSIONS 
You can play table games in many towns and settlements. See our map on__ HAND RANKS (STRONGEST TO WEAKEST) | L 
the right-hand page for an overview of all locations men —— Poker (unlocked afer “Whois Not » 
| ROYAL PLUSH | | Without Si”) 7 AT, 
EET Ee | a àl Ex Blackjack (unlocked from the, WEAPONS 
aid 2 ! beginning of Chapter 2} 1EMs 
iinlkee ss be) „ee | ‘Dominoes (unlocked from the ES 
ï beginning of Chapter 2} 8 
The aim of poker is to win the pot. This can be achieved by having the best An noe, Hg, enn, jock and ID a Gl MS Five Finger Fillet (unlocked ram INDEX 
card combinations, or by hoodwinking your opponents with your betting Mut ran 
strategy BE Fe | 
| INTRODUCTION 
Each player is initially dealt two cards. These are known as hole cards and | 4 
l HonsES 
‘are kept secret from the other players f 
, Five cards in sequence, al of the same sui \ TRANSPORTATION 
As you progress through each round, shared cards are dealt to the center of the 
Or A KIND camp 
table. These can be seen by everybody and are knowm as community cards. Er ï 
Ell hd Í HUNTING 
Aplayer's hand rank comes from the strongest five-card combination of any of . + Eke 
their hole cards and any community cards — see “Hand Ranks (Strongest to re: II 
Weakest) BEE ES | Ï ATTRIBUTES 
me rank, and ane side cad or “ki 
Hovon 
To start, the two players to the left of the dealer must put in a mandatory bet FULL HOUSE = || | 
each, called the small blind and the big blind. The dealer then deals two N KS I CHALLENDES 
hole cards to all players, and the first betting round stars . El Law 
ii ENFORCEMENT 
During a betting round players take turns, moving clockwise around the table. ®_& Le vonsrnids 
The following actions are possible: Three cards of the same rank, and two cards ol a ille, matching rank | 
FLUSE BOUNTY 
Check: A check is equivalent to betting zero. This is only possible when no ee = HUNTING 
one has be or raised in the current beting round. A player who checks í l » TABLE GAME LOCATIONS « sraancen 
remains in the game and reserves the right to call or raise later. If all | : Bj | wssors 
players check during a round of beting, the round is considered complete tE nee ONSLINsERS 
Bet: If à player bets, subsequent players must at least match this amount Fe cards al of the same suit En VAES LOANSHARKING 
to remain in the hand. he __ STRAIGET en © BLACKJACK den ) n ee hr ten 
Call: If a player calls, he or she matches the current bet made by Pe ki x HUNTING 
opponent(s) Ü iet Your goal in blackjack is for the total value of your hand of cards to Number card 2 to 10 Faco value (2 to 10} SPECIAL 
h # ie Dr eto2 n ooi 5 
Raise: A raise means the player is increasing the amount of the current we) ete lee) attain a score as close as possible to 21 without going over (“busting’} re n LLECTIELE: 
bet. A raise must be at least double the value of any previous raise (or of Five cards in sequence of s | voten | 
the big blind if no bet has been made ina round). Subsequent players must THREE OP A At the start of each round, each player chooses how much they wantto_ | | Ace Pleiter | b 
at least match this amount to remain in the hand EK E bet on their hand. The players and dealers are dealt two cards each. | |! oe 
| Player cards are dealt face up, but one of the dealer's cards is initially BE 
Fold: A player who folds forfeits all interest in the pat and drops out. * hidden If the first two cards of a player's hand are an ace and any ten-value 
All In: A player places af of their chips in the pot and cannot take any me) ee) lek card, that player has à blackjack (a score of 21). A blackjack is an | SPECIAL 


two unrelated side cards Each player has one turn during which they have up to four options automatic win unless the dealer also has blackjack, in which case the 
n hand is à push. A blackjack win pays 3:2 instead of the usual 1:1 

En Hit: The dealer adds another card to your h payment for a winning hand. Note that split hand is not considered a 
blackjack even if it has an ace and a ten-value card. 


further action until the end of the hand. If an alkin player doosn't have Throe cards of he za 
enough chips to calthe current bet, they are only ligible for a portion of 
the pot 


Auto Bet: When waiting for your tum, hold ©> to preset the action you 


nd: Ends your turn without taking another car | 
would ike to take. This can be cancelled using the same command. stand; Ends yn va kak anode Cant, 


IF the dealer's face-up card is an ace, you wil be given the option of 
The game progresses as follows. Two cards of matching ank, another two cards af a different matching Double Down: Only possible if you have two cards in hand, this_|_ buying insurance for up to half of your current bet. If the dealer does 

rank, and one side card Qyp pam I doubles the value of your current bet and gives you one —and only |_ have a blackjack, you win 2:1 on your insurance bet but lose your initial 
Preflop: After the blinds have been posted and the hole cards dealt, the ed 


one — additional card. bet and the round is over. If the dealer does not have blackjack, all 
2) (*] | 

first betting round starts. pe insurance bets are lost and the round continues as normal 
Hop: Three community cards are dealt, and another beting round takes place ej Split: Only possible if your first two cards have the same value, this 

Lei Gee separates your cards into two hands played independently. each If you have a blackjack when insurance 
Tarn: A fourth community card is dealt, folowed by  beting round. To cards of he same rank, and tee related se cards | with a bet value equal to your initial bet. betting starts, you have the option of 
River: A fifth community card is deat followed by a betting round HIGH CARD taking even money. This immediately 
owour: Dn rosea de wapiti Thal betten round ie parc Í EN (me FAR fe Once all player turns are finished, the dealer wil reveal their hidden pays out 1:1 on your initial bet 

8 % card: if their score is less than 17, the dealer wil hit if it's 17 or more Otherwise, the standard rules apply. 

reveal their cards, The player with the best hand ranking wins the pot. If 5 the dealer will stand. Players will win if their score is closer to 21 than 
multiple players share the same hand rank, the remaining “kicker” cards d ee & a a a varen As aaa ue 
are taken into account. If some players stll share the best hand even after E En ern 5 wdn hath 

Ay hand hat doesn't quality under a category ted above same score, the hand is a “push” and the player retrieves their chips 
taking kickers into account, the pat is split between them. We =H et 
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DOMINOES 


A standard game of dominoes is called Draw, where your aim is to be 
the first player to down all of your dominoes. There are 28 unique tiles 
in a set. Each player begins with seven, drawn at random, and any 
remaining dominoes are placed into the boneyard. 


Dominoes are placed face down or in a rack facing the player so that all 
players can see how many les their opponents have remaining but can 
only see the pips (the dots on each ile) for their own allocation. 


The player who has drawn the highest double begins the game by 
placing it face up in the middle of the table. If no player has a highest 
double, the player with the highest-value tile will go first. This creates a 
line of play and the other players, in tumms, extend it by selecting tiles 
from their hand with à matching number of pips on one side and place 
them at the ends. 


fa player can't place any of their tiles on their turn, they must draw a 
new one from the boneyard until they get a playable tle. Once the 
boneyard is empty, they pass. Play goes on like this until one player 
wins the round by downing their last le 


IF no player can make à move, the round is blocked and the winner isthe 
player with the lowest pip count on their remaining tiles 


A canny player will be able to guess what their opponents are holding 
by surveying the tiles already downed and noting when other players 
have to draw or pass. This allows for strategic moves to block other 
players, or save more valuable tiles for later. 


The winner's score is the total pip count of all the dominoes the losing 
players have in their hands. Games continue with new rounds until a 
player reaches the target score of 60. 


There are a few variants that follow the same core of rules with a twist, 
as described here: 


Block: There is no boneyard, so players cannot draw new tiles. 


All Threes: Points can be earned at the end of every turn by totaling 
the number of pips at each open end of the line of play. this “edge” 
value is a multiple of three, then the player scores that number of 
points. The winner of a round receives the total of their opponents’ 


pips, rounded up or down to the nearest three. Games continue until 
a player reaches the target score of 90 


All Fives: Same rules as All Threes, but players score points when 
the edge score is a multiple of five. The winner of a round receives 
the total af their opponents” pips,rounded up or down to the nearest 
five. Games continue until a player reaches the target score of 100 


Spinners: Doubles are played as “spinners”, at a right angle to other 
tiles, so that players can place tiles on any of the four sides, causing 
the line of play to branch out. 


© FIVE FINGER FILLET 


Five Finger Fillet is a test of courage and coordination. Each player 
places one hand, outstretched, palm down, on a table and then stabs a 
knife back and forth between the fingers, aiming to move quickly and 
without causing injury 


A sequence of buttons (one “lap”) will be displayed onscreen. Press the 
buttons when prompted as fast as you can; pressing the wrong button 
or hesitating for too long will cause you to stab your hand. Each time 
vou complete one full lap, you have an opportunity to press C1 /@ vo 
show off and perform a trick 


At the beginning of each game, you must place a bet. If you win the 
game, you take the pot. New opponents will raise the betting stakes 
and the dificutty. 


There are three variations: Classic, Guts, and Burnout. Finish first in two 
rounds to win a game. 


Classic: Complete à set number of laps in à faster time than your 
opponent. You get five attempts; if you fail an attempt, the timer is 
reset and you restart from the beginning. 


Guts: Complete the most laps in a 20-second time limit. 


Burnout: Complete the most laps in 30 seconds with no mistakes 
‘and in a single attempt. 


Note that you can learn the sequence of buttons by watching as your 
opponent plays: hold @2/@ during their tum. 
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Chance encounters are short scenes or gameplay sequences that you MISSIONS 
will stumble across during your travels, both in the wilderness and in L 
towns. Many of them can be completed in a variety of ways, with each 
option leading to a different outcome — particularly in terms of how your ATLAS, 
honoris affected WEAPONS, 
1EMs 
All chance encounter opportunities appear on your radar as temporary 
gray blips. Whenever you notice one of these, move closer if you want Zr 
to get involved or to witness the scene, or move away if you do not. INDEX 
SPECIAL CHANCE ENCOUNTERS INTRODUCTION 
Fr EE: HORSES 
A few chance encounters are unique in that they will unlock extra d 
missions upon completion. The map on this page reveals the locations TANPOEDADEN 
where these take place. cauP 
HUNTING 
FISHING 
SPECIAL CHANCE ENCOUNTERS ATTRBUTES 
Hovon 
NAME DESCRIPTION MISSION UNLOCKED 
et CHALLENOES 
Treasure Hunter A man looking ata map and using binocutars. You need woot the pg, Stakes Treasure” (easure hunt) sao page 197 
map | LAW 
Any one of Torch Procession. | those chance encounters all involve minor confrontations with the EN 
Salkng Shadows. Spooked | Night Folk gang in the Bayou region. A Fine Night Fort“ (stranger mission) —soe page 191 EN 
Ii | ure atterent murder scenas to tnd: with each one, a map can be BOUNTY 
Murder Scenes Bersde dij agemd ip ‘American Dreams” (stranger mission) see page 191 HUNTING 
A deputy turns in a De Lobo  Tumblewand, and the shariforecutes _ | “Jooquin Arroyo” 6 “Estwban Cortez” (two bounty hunter STRANGER 
Del Leb Emoutien the outlaw This is avaiabe from Epilogue 1 onward missions) — soe page 185 j_| missions 
GUNSLINGERS 
a | LOANSIANKING 
3 
TREASURE 
Í MEANING p HUNTING 
Troasure Hunter 3 SPECIAL 
coutecrisues 
| Toch Procession, Staleng | 
Shadows. Spooked Horse. Voice GANGS 
14 Murder Scenes | 5 \ 
4 { 
Det Lobo Exocuto \ 
SPECIAL 


| CHARACTERS 


‘ WILDERNESS CHANCE ENCOUNTERS 


NAME 


Animal Attack 


‘Animal Mauling 


DESCRIPTION 


A person is surrounded by predators 


|A man is being mauled by a predator. 


NOTES 


+10 honor if you save them. 
* -10 honor if you watch them 
* 5 honor il you leave 

20 honor it you save and then murder them. 


+2 honor vou scare ofthe predator. 
# +2 honor if you gie the man medicine 

® +2 honar if you give the man whiskey. 

® +2 honar or kling him f he asks you to end his suffering 
» 5 honor il you watch ha got killed. 

» 5 honor il you leave 


Approach 


Alone man asks for help, but then attempts to steal 
| vour horse 


* +2 honor if you fer your help 


Arms Deal 


Tap 


‘Outlaws are buying a wagon fu of weapons 


(A man has his foot stuck in bear trap. 


# You cam calct ammunition from the chest in the wagon 


# +10 honor f you save him, and +5 if you give him some whiskey 
20 honor it yau watch him bleed out 

5 honor you leave 

» -Zhonor il you steal from him before heling. 

« 20 honor you save and then murder hm (1 if you steal his horse) 


Boat Attack 
Booby Trap 


| Murrons are dumping a dead body in a laha 


You tal in a hidden hole in the ground and are 
‘attached by ambushers 


* There is no reward for attacking them, other than what you might oat fram their bodies 


® Jump to dim out of the hole. 


Bounty Transport 


Buring Bodies” 


Two bounty hunters vansport à wanted man, 


| A man at Coats Chapel who has to many bodes to 
bury has taken to buming hem instead 


#45 honor for turning in the bounty yourself 

« No honor consequences for kiling the bounty hunters or freeing the wanted man, though 
he later might reward you with up on à nearby robbery opportunity 

* honor toe ling the bounty wie he's ted wp 


« +15 honor if you lt the man 


Camp Attack 


Camp Stranger 


Campfire Ambush 
Chain Gang 


Checkpoi 


Coach Robbery 


Corpse Cart 


cr 


hed Wagon 


_ Del Lobo Posse 
Drunk Camp 


Escort 


Executions 


Fleeing Trespasser 


Friendly 
‘Outdoorsman 


[ murfrons or Slanners take an by surprise while you 
camp In their error. 


A strange woman approaches while you camp in the 
waildomess and asks to join you 


[Murtroosambush you as you investigate a camp 


A group of prisoners using pickaxes to strike rocks kl 
the guards watching over them and escape. 


Lemoyne Raiders ar chackng a wagon on the road 
looking for fodora supplies to steal, 


A gang is robbing a coach 


Murfoes are ransporting dead bodies, but one of he 
[ victims ts si alwe and calls out 


T 
A drunk has crashed his wagon and asks ou to 
watch his stuff wine he walks back to town. 


You run into Del Lobo riders 
A drunk asks you to sit at his camp and asks for 
whiskey. 


[A woman is stranded in the wilderness after the 
death af her horse, and asks you to take har home 


| Lemoyne Raiders ars poisad to execute fadoral 
employees 


A espasser rom he Gray or Braithwaite family 5 
| being crased by the opposing family 


| A man inspecting a plant 


«Ther 


are two possible varatons: esther they ge you a warning. or they attack 
* 45 honor for allowing her to it by the fre y 
« <2 honor for making her run of 

« -10 honar for kling her 

* 5 honor for antagonizing her after alowing her to stay 


* Dead Eye can be useful wo take them dow when they hold you up. 
«B honor for kling each lawmman 
#45 honor or intervering. 


10 honor lor kling tho drwor 
* -l honor for stealing tho wagon 


* +10 honor you intervene and save the victims 
+2 honor il you intervene but the occupants sl die 

10 honor you allow the passengers ta be murdered. 

5 honor il you leave 

* Yau can find few random collectibles in the lock bax at the back of the coach 


# +10 honor lor saving the win 
* 5 honar for nat saving the victim. 


#42 honor for agreeing to watch us wagen 
2 honor for stealing from tuis wagon you don't agree to help 

5 honor lor steling from his wagon you do agree to help 

# You can steal à valerlan roat rom the lack box close to tha wagon (only possible once. 

» In varation af this event, two outaws argue over whose faut tha accident is 


+ Only avalabie from Eplogue 1 onward 
«If you give him whiskey, the man will tell you about Fort Riggs 


1D honor lor helgng her 
+“ hanor you ignore her ardeche to help 
#20 honor fe kling her 

5 honor for terror her 

+10 honar for successtuly saving the victns 
# 42 honor fr nierening 

«5 hanor you watch he itis get kiled 


» Yau can assist he pursuers by stopping the wespasser 


# If you approach, he 1 share his knowledge af the plant with you 


Frozen to Death 


‘Settlers that didn't survive the cold weather 


# You can loot a document from the small camp. 


Fussar Chase 


Twa landers making a tun for it with Fussar’s men 
in pur 


#45 honor or saving the ilanders from Fussar's men. 
» Only avalable during Chaptar 5. 


Gold Panner 


Horse Race 


Hostage Rescue 


Alone manis panning for gold near a river 


Aridar challenges you to à race to the nearest 
landmark. 


‘Someone on the side af the road asks you to rescue 
| ir spause from rags in a nearby shack 


* you wait ang enough, the man might find a gold nugget. 

* -2honar it you steal the gold nugget. 

* honor for kicking or ataching your rival during the race. 
10 honor lor kling your wal after agreeing to he race 


# +10 honor for saving the vic. 
* 10 hanar fr king the person asking for help 

# „10 banar for watching the vice get klad. 

» +10 honor fr king the wcum when thoy ar ied up 
» 20 bonar or kling the cum after saving them 


Humer 


| A hunter is tracking an animal. 


+ Bear version only: 5 honor or saving the man's life when the bear charges him. 
« 20 hanar fr kali him after helping, 1 hanar for looting him. 


» You can skin the bear after kling i. 


EE 


Des 


en 


NAME beSCAIPTION nors 
10 hara fr sting the vn 
Serri gn Ln vem zeten 
IEN Berent el Sonor fo Bn oak he home afie agreeing todo so 
labred daag | Tao Martes ar kodappig a women 5-8 har a am har and na reg he A wa, 
* 10 honor for watching without helping. 
| 20 honor or song en mda he 
EN ERE ar [1 honor lor akin the man the docar Thessa is mg er Viger 
| dreamer | Ayman (ols ol li hase and naad to be taken | bi Hanging atc encounter 
| we dook «Shara ng tie man, 
| 1D ranar for sag te an 
Arman is ing by 3 bean victim an te back ot ti | honor loren erb nat eng ha nh var 
Kidnapped Victim | \orse screams lor help. -20 honor for saving her then killing her. 
© rar at oi teng DE 
42 honor lr intenening 
Laramie Gang | Tie Lranie gang is tarassing anchers and kling _ | TO ano lg We Laramie and song the victims 
sting” |harcatie 2 horor or dige wete ar ama en. 


Locked Sale 


Il shachdes. 


Last Friend _ | A manis searching tor 


tostMan [Ama 


| moonshine Camp 


|_ Murder Scene 


eolecung plants. 


ETE ALCTELE 


[_ Outtow Looter | A manis ooung a dead 
Outlaw Transport 
E } 
Poisoned 


‘and asks for medicine, 


Prison Wagon |A 


Rally Ceremony | 


Rally Dispute | easy zumout 


Rally Seup__ | Hood 
Rite Practice 


|_oadAmbesh |T 


Savage Aftermath” | oerpetsted by Skinners 


Savage Fight” 


Savage Wagon” 


Sharpshooter 


Two outlaws are Lying Lo break a safe open 


[ra mine [Aere a eh ene 


is lost rend. 


You run across à murder scene. 


A man is lost and asks you to lead him to the closest 


Two moonshiners offer payment in exchange for 


sas you sh 


body 


Outlaw open fre on a prisoner wagon and free one 


A man is vomtung after eatung something poisonous 


kout | Bi has been captured by bounty hunters 
A prisoner being vansported in wagon asks or 


A new member ts being accepted into the order 
A hant of hooded rally members argue over a 

val members struggle to put up a cross. 
Lemoyne Raiders aro taking target prach. 


‘Enemy gang mombers ambush you as you ido on a 


The horn aftermath of an attack on a campsite 


inners are attacking a campsite 


A man engaged in target practice offers you a friondy 
weager on wo is the berzer marksman. 


5 honor for watching and not helaing. 


Wait nul they open the sale to claim its contents. ar blow it up yoursel with dynamite 
vou prefer 


* +5 honor or shooting the chains 
« You can hogtie him and wen him in atany sherif’ station to receive a bounty payment 
«Use Eagle Eye to nd the rend razen, In the highlighted area, 
® +5 honor or informing the man that his friend is dead. 

« honor lor efsing Lo help. 
* He well tel you 3 story on the way 
+5 honor or helping him. 
«2 honor tor refusing to help him rom Chapter 6 onward 
«Use Eagle Eye to find the plants 
* «2 honor or helping them, along vat a chest reward (aged pirate rum the first time) 
«There are three different murder scanesto find. In each ond there is map hidden in the 
vicm's head 
« finding al Ure clues unlocks the “American Dreams” stranger mision (see page 181) 
«If you greet him he wal point you to a fishing spot with large specimens o catch 
« No special considerations. act as you please. 


« No special consideratons; act as you pleasc. 


5 honor or savng han 

+ “Shanor or watching ian do 

#5 hanor tor gnorng he. 

# 20honer lor kling hi after helping 

© You can nd the herb ho ate nearby. 
5 honor for roi BIT 

#2 nanor you don agra togo help Bi 
here re fes and vlaties to looin the camp 


"+10 honor or reing the prisoner 

«5 honor lor kling each lawman 

«io help the prsonets) hey might eward you with tip an à nearby obbery 
opboruniy 


[= +2 honor tor breaking up the ral 
« 42 honor for breaking up the rally 


|= +Z honor tor breaking up the ral 
“Hos 


al consideratons; act as you ploaso. 


« No special consideratons: act as you pleaso. 


| «Ter ar two pass variatons In the version with a scalped man bleeding out, 5 honor lor | 
putting him out af is misery. 
« nt version were the only sunvor sa dog netto his dead owner, 5 honor fo kling the dog. 


+2 honor for intervening. 
« 45 honor (or successfully saving the vicùms. 
« 5 honor for watching the victims get killed. 
«There ano a few items to colct in the camp. 


« No special consideratons; act as you please. 
2 honor if you cheat 
5 honor df you ty to rob him. 
5 honor you kl him or run away without paying aftr losing. 
« se Dead Eye f you struggle. 
« Iyou win, the man will want 19 sais the stakes when you meet him again, Walking away 
without taking the winnings wil reward you with honor. 


Skipping Stones 


A miserable boy skipping stones 


* Yau can sten to his story if you greet him 
« This event can happen again years later, during or after th Epilogue 


Snake Bite 


Spooked Horse 


Your horse is spaoked | 
[ef by Nigt Folk 


A man has been bit by a snake and asks for help. 


«+20 honor you save his fe. Tis might ater iggerthe Consequeno chance encounter 
in the nearest town 

#5 honor you watch him die 
5 honor ou ignore him, 

20 honor for kling him after helping. 


jy af a dead horse, 


[+ This is one of the chance encounters required to trigger the “A Fine Night For It stranger 
mission (ee page SI} 


Stalking Shadows | A man spoaks your horse and crosses the road. ia ong ot he gee onoumters rauwe to tiger ti A Fins Nigt For stangen 
mé je page 191) 


ou 


low the man, your horse wil buck ou off and Night Folk members will ambush you 


Oni vas rom Erlogue Tonward 
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EREA 


PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 
WEAPON 
mems 
EXTRAS 
INDEX 


INTRODUCTION 
HORSES 
TRANSPORTATION 
camp 

HUNTING 
FISHING 
ATTRIBUTES 
Hovon 
CHALLENOES 


Law 
ENFORCEMENT 


ROBBERIES. 


BOUNTY. 
HUNTING 


STRANGER 
MISSIONS 


GUNSLINGERS 
LOANSHARKING 


TREASURE 
HUNTING 


SPECIAL 
courcrieues 


GANGS 
TABLE GAMES 


CHANCE 
ENCOUNTERS. 


SPECIAL 
CHARACTERS 


NAME DESCRIPTION NoTes jk 


* There are two variations of this event In one. the horse kicks the man. who dies. In the 


WILDERNESS CHANCE ENCOUNTERS (CONTINUED) 


Stranded Rid 


“Torch Procession 


Tortwring Captive 


other, the horse runs off and you can help by returning to the man 
» 45 hanar or bringing back his horse 

« -Zhonor for refusing to help him. 

« 10 honor or kling him after agreeing to help him 


A man is tying to remove something from his horse's 
hoof. 


* This ie one of the chance encounters equied to tiger the “A Fie Naght For 


stranger || 
mission (see page 191) 


CEE 
[ * +2 honor for intervening. 


donors COD Kn ren 
& Shonotdaalchrd e ven getild | 
irene eere in vei 


Two Murfrees are torturing an innocent tied to à wee. 


Train Holdup 


eZ honor ar itenenng | 
5 nanor tor watching he vins get kiled | 


Enemy gang members are robbing a train with their 
victims ned up. 


Trapped Woman 


Treasure Hunter 


There are two vaiatons: either te wo 
Impending ambu 

+6 honor you help her 

+5 honor you take her home. 

5 honor It vou refuse to help 

$ honor lor failing to take her home after agreeing to do so, 

10 honor ou kl her while she's trapped. 

20 honor it you save and then murder he 


really does need help, or she's the bai in an 


[A woman s trapped undar hr horsa and asks for 
hen 


A man is looking at a map and using binoculars Ard 0, 


I 
[ Fol te voice a ind the parson in dstess. Wien you ty to help with @/O. you are 
Voice | While vaveling though the swamp at night, you hear | ambashed by the Night Folk Ï 
someone crying for help. ® This is one of the chance encounters requirod to trigger the “A Fine Night For ” stranger 
| mission (se page 11), | 
IE tar rang vei Ï 
| The Laramie gang are robbing a wagon and 210 honor lo waaching the acus get killed 
Wagon Treat” | ootonng Ls owners # 5 honor for riding off 
+220 honor or sawmg hen kling them 
Í » There are multiple valuables to collect around the boat, as wel as à letter to Bonnie | 
Washed Ashore | You encounter a small wrecked boat. m Mipte vahuabies to collect around he boet Nas aleer to Bor I 
| Machartane Bi 
After two encounters. you can follow him bok to his den wore you can pup aten || 
You run into a naked and crazed pan who grew wp in | minar colechbies. 
Wd Man, the wild with wolves in Roanoke Ridge. # :2 honor for kling the man 
«22 honor (or going int hs den and kling the waves 
Wilderness | 
Yau run across a hanged man ° Erthernatng happens, or you are ambushiad by the local gan 
heel 0 a happens, ry y the local gang 


mali om Epe T armen 


TOWN CHANCE ENCOUNTERS 


NAME 


Beggar 


Bronte's Goons 
Bronte Patrol 
Consoquonce 


Dark Alley 
Ambush 


Dark Alley 
Stabbing 


Del Lobo, 
Breakout” 
Del Lobo, 
Execution” 


TION Nor 


+5 honar il vou give him money: -5 honor if you steal Ius money, 

10 honor if yow kil him 5 honor if you beat him up. 

« in one variant with à con man. you can retrieve any donation made without losing honor 

* In another variant with desparate man, you can obtain special snake od and lose mare 
honor for harming him | 


A beggar asks (or money, 


A couple of Bronte’s goons are chatùng n Saint 
Denis 
[A tew af Bronte's man are pavoling around S 
| Denis looking for members of Duich's gang 


# If you look for hght, beware of potential witnesses 


50 à shoot 


* This event happens close to tom. Is ikely to be noad by witnesses 
» Your reward is to pick one iom from a specifi stre or froo. Uso this opportunity to buy 

something expensive I 
« -20 honar or kling the townsperson or the rend they re talking to. | 
» +5 hanat when the person thanks you. 


A townsperson that you prawiously saved from a trap 
ora snake bite wants to offer you a reward 


TEELEN 


# You will regain consciousness either in the cemetery or by the river 
| alleyway and then ambushes you hes be ne comm Dy 


# +10 honor for saving the man 
5 honor if ou watch them get klied 

«5 honor Il you leave 

#20 honor you save and then murder hun. 
10 honor for ling the man who wams you about df 


A mam is being robe at kaifepointin an alleywav. 


man is filing a wagon with dead bodies in Armadio.| 


A few Del Lobos are bustng gang member out of ja 


* <5 honor it you stand by as they murder the lau 


A deputy tus in a Det Lobo in Tumbleweed. ® -Zhonar il you free the Del Lobo, 


Domestic Dispute 


Drowning Murder 


+ +2 hanar or offering words of encouragement to either party afte the argument. 
« 10 honar or kling one of hem. 
« :Zhonor for nierrypting their argument with an antagoniing comment. | 
* +10 honor for saving the woman, This can trigger a Pubic Hanging chance encounter 
you knock out the man instead of kling him 
# -20 honar if she is kiled as you wach 
* 5 honor if you ignore the victim. 
honor il you watch and she gets away. 
# +5 honor for tuming down the duel and ignaring the Insults 
* +2 hanar for disarming him and eting him Eve. 
« honor tor kling him after Chapter 
» In an occasional variation of his event, the man colapses bef 


A couple is having à ht 


|A man  uying to drovan a woman by forcing her 
head into à water trough. 


A drunk man in a saloon challenges you toa duel 


re the duel begins 


"Dar melb bom Erin | 


hei 


TOWN CHANCE ENCOUNTERS (CONTINUED) 


EREA 


NAME DESCRIPTION NOTES PRIMER 
Deel Bosse |A fia lodes along ata 2 anr aeg vim od eig ine ssons 
| gpeg Lima perLonaran 
eat winer _[Atalende and te winner chaangen au | 97 honour od Tt in 
he TPensaohd Kr 
Oel vie am login Tome 
re 
Feng Fami _| Atami adag op te las of hei Hoorden en WeAFONS 
| wagon and humg to escape Arma [5 honor tor temoring tem. kli, 
Tl or Layo og or | a emo riten 
en Sana vang De vtm gebe wa SE 
Voen el ng nb eyy 
hts at onenig} Bar ol wim ya mortis woe 
peen 
Te) 
Attema den EEE 
T Te +10 honor for taking the dog back to the boy Tl INTRODUCTION 
Aloy as el indi is hat dg ich | nor or ae roedi dg É 
ni hear baring iyou search the highlighted arca. | ne boy cruel Wte dog 2 honor or iling the boy, +2 honor or beating hi up HonsEs 
EE maren 
| testDrnk _ |A drunk man asks you for directions 210 hanor lor miseading him and weatching the consequences of that le or 
otor ing kei he oml au 
he ordi ide ine ala ara te va One and irc || | wunrwo 
angry ann Seber kart fr ld a gr van 
Onthe an | Sandie sed tam a hogus cur ar moatence. | » +2 honor for mleadng the ang man and eturming to the inder. FisHinG 
| bone ong oa veg ten te 
if Ï Lemoyne Rarders come into the Rhodes saloon | ATTAIBUTES 
Parlor Ambush _| Tw Lemorme Ragers came mt the Rhodes saloon | «yay don't oawe,confic is unavoidoble. 
| Erten ee 
f eran ve oen aemaa woman gag wroeging apo 
| en 4 |t craLLeNors 
Poeta on | Afgegeven 
| et etend en len Been Lw 
| | [otor combung Gua . 
Zar nge a a jo rr ap and vs 
| Pecha | Amano p Ya need to chase ham you want our many back EE 
In San Den pepe may zaden anp chamber ae 
BETE rr en 
L passers-by below. HUNTING 
ET eN Pe sraancen 
| Sant Dena. pi pl IT} wussions 
iaer ha bead 
| Armin is beng hnged Anr Ener Ir Koen a criniaa tha yu rene ad gi for ling an, gunsLeens 
lemen at ame lerak 
aat intestatan | The bartenderat the lom saloon in San Denisasks | + #5 honor a heling the man LAREN 
IE en | yoa wohelp hen wh his ratprodlen. 5 honor lo shooting up the saloon and not heling the man ae agreeing lo. EADE 
mot ris |Anne |+ va gutsen tast Fine 
| « First Encounter. SPECIAL 
Endre Conecraues 
£ Shot lade ar Chapter 5 
Apostoli ins barste ed aman. |: tr (or ela er aa OP een nd he ig han 3 
| seoetense | soos teuten hecand aas von laag | one gelig ata br, tlg te may and than uri he Ijcees 
| the body. This can occur twice, 2 honor foe turning herin. TABLE GAMES 
| © Ziesor tr heleh 
ed he ke ger a Puli angie eta aneunet crane 
man shows off his new gun but accidently shoe ENCOUNTERS 
rot |A en chloride sta yen es 
specia. 
A worn in te Sag Dalam aa Tad vor | hann her before va aow Lan 
Slam Ambash | nig an ambush in a bach aley #5 honat lo foloeang he rom Epiogue 1 onward GEARACTERE 
Stretta | Zet brom hea soon engaged in st sponser sas pe pese 
| vaunting | Afewyoung men make fun of ou and fee when you | jr you chaso them, you wil fall into an ambush. 


| approach them 
An outdaw is boing buried. 


A man confrants you or one of the crimes you have 
commitod. 


2 honor if you jump inside the grave 
10 honor you kl tho roverend or anyone in attendance 


«5 honor or kling him. 


A man in Valentine calls you over and off 
‘ip im exchange for a cut of the proceeds. 


5 a robbery 


* The money is in the top drawer ofthe dresser in room 18.A fist fight occurs when you find 


El 
If you hie and say yau coukd't find the money, -5 honor. On a subsequent encounter with 
the man, he wall confront and attack you. 


Three Del Lobs ride through Armadilo, caling out 
the subject of their re, and shooting up a building. 


+2 honor or intervening. 


henri leng he money 


| kiled. or she beats up the hugs 


10 honor for watching the woman get illed. 


Tou Widaw_ |A woran conronts you fr kiling herhustand.__ | -1Ohonor loss fork her 
«2 honar far antagoniaing her 
Aug is treatening violence a dear doet ay | + 5 honor ar heling the dear 
|_Urpaid Debt p war he owes. 5 honor lor watching the debtar ge hot (nh in certain variants) 
I «410 honar for saving hem 
Weatiy Couple | A elthy couple re mugged Either the woman gets |» 25 honor ar watching and not heling, 


-20 honor for saving hem just to kill them, 


“Oni aaien 
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SPECIAL CHARACTERS 


DR MACINTDSH 


FaEND 
HOMELESS VET MICKEY k 
Ne 4 


(Se 
Beco maurns ef 


Ne 


KL SLIND MAN CASSIOY 


fL iorv oonanut 
DOROTHEA, va 


LILIAN POWELL 


As you travel the world of Aed Dead Redemption 2 
and advance the story, you will regularly run into 

EUGEMICS PROPONENT 
special characters that offer unique dialogues. Many if En 
of them can be encountered multiple times, with the ES 
way you behave early on affecting later stages. for 
example, intimidating a special character may cause 
him or her ta flee the next time they see you. 


ENE 
Ee 

_ (5 

ot aur | 


The map on this double-page spread shows the 
locations of all special characters. You can find details, 


‘about when or how they can be encountered over the TUMBLEWEED SHE 


pages that follow. To avoid unnecessary spoilers, our rr (AS 
descriptions are suffciently detailed to enable you to So 
recognize the opportunity or event, but suitably vague 


to preserve each story for you to experience ficst-hand 


bs SPECIAL CHARACTER LOCATI Ne | 
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AGNES VISIBILITY 


pm and Jam. ta | Invisible 
Notes: The ghost of Agnes Dowd can be 
found in the Bayou swamp. Thero are six | Imsle || 
possible stages. each taking place at a FS 
specifie spot (as showm on our map). Each 
stage consists of one or more possible sub- Za | imstie 
stages with unique lines of dialogue. 
Aqnes is visible in soma of them, and | Vistle 
invisible in others. You can only trigger the it 
next stage by visiting her again 46 in-game || ze | ivsbe 
hours after aur pros encounter Dee 
da | imistle 
| vibe 
4e | Imistie 
sa | vst | 
ANDERS HELGERSON Sa | Ivistle 
‘Availability: Chapter 2 onward, between. Sb | Vibe 
Bam and Gpr. EE 
Notes: A recruiter for the Chelonian cult in en 
Saint Danis, Anders ties to comince sd | viste 
passers-by to join his ranks and will offer 
vou  pamphiet if you talk to him 6_| Veble || 


ARMADILLO TOWN CRIER 


Availability: Epilogue 1 onward, between Bam and Jp. 
Notes: This man can be found in twa spots in Armadillo. He will warn you 
about a cholera outb 


BLIND MAN CASSIDY 


‘Availability: Chaptor 2 onward 
Notes: This mystical blind man wil tell ortunes if given a dor, He is 
available in many possible locations (see map), and at any time. There are 
18 potential stages to experience before the end of Chapter 6, though you 
wall need to wait three in-game days to trigger a new meeting after each 
encounter. Once you reach the game's Eplogue, you have access to a 
further oightstagos 


CAVE HERMIT 


Availability: Chapter 2 onward 
Notes: This strange hermit lives deep inside à dark cave directly west of 
Hanging Dog Ranch, at the edge of the map. There are five possible 
stages, each available at least three in-game days after the previous one. 
Nota that you need to stay in his presence fora sufficient long period of 
time, even after he asks you to go away, la hear al the man has lo say 
and to actually see him. 
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Notes: The leader of a cult that worships turtles can be witnessed 
jumping aff a cf with his falowers — the same ciff where you rescue 
Jamie during “We Loved Once and True” 


CAPTAIN RUSSELL 


tiy: Chapter 2 onward 
Notes: This old and forgetful Union soldier offers throe stages to 
experience here, with subsequent encounters available alter three in- 
‘game days. Two additlonal stages aro unlocked rom Epilogue 1 onward 


CONSTIPATED MAN 


‘Availability: After you complete “Polte Society. Valentine Style” (Chapter 2 
card struggling inside room 2A. 


DOROÎHEA 


Availability: Chapter 2 onward, from Bam to Gpm. | 
Notes: Dorothea is a suffragette who appe H 
attempts ta caminos the rond that woman should be given he voto. | 
After your first encounter, you can experience a second stage by coming} 
back at least one in-game day later. | 


In Saint Denis, She 


DR MACINTOSH 


‘Availability: Chapter 2 onward. 
Notes: A scientist shares his theories in Annesburg. If you accept his 
book and come back at least three in-game days ater, you will get to have, 
second conversation with him. 
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EUGENICS PROPONENT 


‘Availability: Chapter 2 onward, between Bam and Gpm 

Notes: This man oxpounds his views on white supremacy on a stroet 
‘commer in Saint Denis. During the first stage, you can accept a pamphlet 
from the man: a cutscene ansues. After this, he will run away from you on 
& future encounter (which can take place after one in-game day) 


GAVIN'S FRIEND 


‘Availability: Chapter 2 onward. Note that the Rhodes location is locked 
while the “No Good Deed!” stranger mission is open. 

Notes: Tis man can appear at three diferent locations (Rhodes saloon 
Roanoke Ridge, Saint Denis), and at a further four {rom Epilogue Î 
onward (Blackwater, Tl Trees, Macfarlane's Ranch, east of Armadilo} 
He is searching for his friend Gavin, I you loot him. preferably not in 
town. you will obtain the “Letter to Nigel from Tom”, which wil help you 
to understand this side story 


GIANT 


‘Availability: Chaptor 2 onward, betwoon Bam and Bom. 
Notes: This character is located to the north of O'Creagh's Run. To unlock 
him, however, you first need to have studied at least 30 animal species, If 
that is the case, head to the west shore of the river directly east of the 
Wapit Indian Reservaton on à clear day (his wil not wark the weather 
is rainy, nowy, stormy, or foggy]. When you arrive, you should notica an 
unusual flock of birds on the river that willy away, Folow these on 
horseback and they will load you to the giant's den. You can have two 
different conversations with this giant, the secand ane at least three in 
gam days alter tho first 


HERMIT 


‘Availability: Chapter Z onward 
Notes: This man lives in a cabin ta the north of Anné 
to klif he witnesses à Lrespasser. Il you tak 
house for collectibles (including a secret weasbre n 
and claim his weapon: a rare shotgun. 


burg. He will shoot 
you can loot his 
p — see page 344) 


HOMELESS VET MICKEY 


Availability: Chapter 2 onward 
Notes: This vataran of the Cil War asks for money at two possible spots, 
in Valentine. Thera are six initial stages, each accassible thraa in-game 
days after the previous one. A seventh is unlocked from Epilogue 1 
onward 
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JOE BUTLER 


‘Availability: Chapter 2 onward. 
Notes: one-legged former conlederate soldier, Joe Butler can be found 
begging in Rhodes outside the general store. Thera are initúaly threo 
stages, each available three in-game days after the previous one. A fourth 
can be seen rom Epilogue 1 onward. 


‘Availability: Chapter 2 onward, between 129m and 6am. 
Notes: This old, drunken frontiorsman can be seen ranting in Valentino's 
Smithfield saloon. you listen to him and stay clase, he wil eventually 
attack you. Knocking him out will give you a chance to pick up his classic 
raccoon mountain hat. 


LILIAN POWELL 


‘Availability: Chapter 2 onward, between Sam and 9pm. 
Notes: This drunk, aging writer talks about ile in the Saint Denis saloon. 
There are four stages to experience, each one three in-game days after the 
previous one. 


MAD PREACHER 


Availability: Chapter 2 onward. 
Notes: This individual appears in three different rivers each time at east 
Uhrog in-game days after the provious encounter. The first potontial 
meeting is to the northwest f Strawberry, then to the west of Annesburg, 
‘and finally to the west of Valentina. A fourth stage becomes available ta. ij 


the southwest of Tumbleweed after the Epilogue. 


NICHOLAS TIMMINS 


‘Availability: Chapter 2 onward, between Bam and Bpm, 
Notes: The mayor of Strawbery is welcoming people to his town, 


iggered (the first two at U 
4}, each al east two in-game days apart rom (he others. 
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POOR JOE 


Availability: Chapter 2 onward 

Notes: This strange hermit lives in à tree to the north of Annesburg, near 
the edge of the map. To experience he three stages here, you will need 
to wait at least three in-game days after each encounter. The final one 
‘can only be wiggered from Epilogue 1 onward. 


Availability: Complete the stranger mission called “A Bright Bouncing 
Boy Il” {see page 188) 

Notes: A robot appears on a mountaintop close to Colter after you 
complate the associated stranger mission. Note that the elactic lantern 
(acquired by raturning to the lab after completing “A Bright Bouncing 
Boy IF) wil glow orange when aligned in the direction ofthe robot. 


'SOOTHSAYER 


Availability: Chapter 2 onward 
Notes: An old and nearly blind woman tels fortunas in exchange for 
maney, There are 15 stages to experience, each available three in-game 
days after the previous one, with her location alternating between the 
Bayou and Blueweter Marsh. The first ten can be tiggered between 
Chapters 2 and 6, and the last ve once you begin Epilogue 1 


REVEREND 


Availability: Chapter 2 onward, between Bam and pm. 
Notes: This preacher stands on a roadside in Strawberry. After your initial 
encounter, you can meet him again if you come back at least 24 in-game 
hours later. Your dialog choice during the initial encounter affects the 
secand conwersation. but has no gameplay consequences. 


‘Availability: Chapter 2 onward 
Notes: This strange and creepy man lives in the Bayou Nwa, in a cabin a. 
shar distance to the southeast of Lakay. If you accept his invitation to go 
inside the cabin, u are in for had surprise. You wil wake up in the 
wilderness, with some of your maney gone and your attribute cores 
exhausted. Returning to the cabin can be a profftable trip if you plan to 
exact revenge. with multiple ollctibles to pick up inside. 
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Availability: Epilogue 1 onward. 
Notes: This man can be found in various parts of the State of New Austin. 
You can encounter him 12 times, each one at least three in-game days 
alter the previous. The stages occur in the following areas: the first three 
in Hennigan's Stead, then one at Cholla Springs, then five in Rio Brava 
one in Gaptooth Ridge. and the final two in Rio Bravo again. 


THOMAS DOWNES 


‘Availability: Between the beginning of Chapter 2 and “Sodom? Back to 
Gomorrah” (Chapter 3) 

Notes: Thomas Downes is located opposite the stable in Valentine. ving 
to raise money lor an orphanage. You can experience two different 
‘conversations with him: ono before completing “Americans at Rest”, a, 
story mission that occurs during Chapter 2, and one aftorwards 


TIMOTHY DONAHUE 


‘Availability: Chapter 2 onward. 
Notes: Timothy Oonahue selis a book called “Get Rich Quick” near the 
barber in Saint Denis, for the rather steep price of $50. If you come back at 
least two in-game days later you can encounter him again and ask for a 
refund — though you will need to chase the man and loot him to get your 
money back. Beware ol witnesses during this process. 


TUMBLEWEED SHERIFF 


lity: Epilogue 1 onward 
Notes: The unforgiving sheriff of Tumblaweed proclaims his authority 
‘over al who enter his town, There are three possible encounters, each at 
least one in-game day apart from the others. 
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This chapter aflers expanded topographic maps that colectvely chartthe{ull_|_The folowing tables offer an overview of the icons used nat just in this wd 
extent of the Red Dead Redemption 2 world map. For each area, you will | chapter, but throughout the guide. Each map portion occupies most of the page it is displayed on. You bead, 
find detailed annotations evealing the positions of key points of interactivi, ind a complete legend of al icons used on the vour lft 
de g the p ey pe V_ | shops & SERVICES? can find a complete legend of all icons used on the page to your lef A 
r WEAPONS 
| icon | MEANING Ì | 
I rs mEms 
Whenever item locations require specific notes (such as additional O | General store Horse Fence _e É 
guidance for well-hidden collectibles), you will find numbered icons ® | oonsmith Bait & Tackle Shop_|| A F 53 ZE 
such as Qmm and footnotes such as © | sate Tailor ĳ Ö Heartland! INDEX 
Ee L Overflow 
These icon numbers make it easy to connect an annotation to its & | rapper | Saloon Sr reunna fj 
associated note, where relevant. G | Barber | Post Office (2 oufFieLos k 
& | Butcher Hotel p 

All icon numbers are used globally throughout the guide. The very Ò | pour Newspaper Seller | 

fist cigarette card, for instance, is “GI. Whenever this colectible | || @® | rence | Proto Studio | Ad ij 

appears in this book, you will always find it represented with that , |= | waoonre re | OVERVIEW MAP 

number, and that number only: itis essentially the “item ID LH Ee | AT 


Stagecoach 


Numbers are grouped in logical ranges to facilitate easy referen: 


TABLE GAMES 
NUMBER 
DANSE Kas Blackjack Ï 
| © | Cigarette Cards Oem Om Û ES De 
I Se Points of Interest Ge Om | TD | Five Finger Fit 
| ni Chests & Lock Boxes Cam & Poker 
|___\ Dinosaur Bones Gn pm = J 
[_{__| Rock Carvings Dam Mam SPECIAL LOCATIONS 
L$ aan Omm ICON MEANING 
|_® _ | special Tonies Om @rm-Oma | Point of Interest | 
|L Ô Oun- Oan Í © | Shack/Cabin Whenever you are in an area of the game 
F => 7 onder kon Lenes that corresponds to the border of à map To onsuro maximum precision, each icon. 
KEE Oem en Seed ig ed ee 
L$ | tem Reguess Gm Sm am Legenden Animallocatien in tho corresponding margin that details position of the corresponding tom. 
5 on, 
L_& | pare orchids Cam Cam SPECIAL COLLECTIBLES 
. _ 
Note that certain features are not immediately available when you launch MEANING | 
a new game, and are gradually unlocked as you complete the early Cigarette Card DE 
re aps are so dense that we 
chapters of the adventure and meet new characters, For this reason, we ChesVLock Box, E À 


occasionally had to spread the notes 
over a complete double-paqge spread 
__ Rock Carving This is represented by the icon. 
Unique Colectible 
|_Aged Pirate Rum 
Ginseng Elixir 


would suggest that you leave major collectible hunting expeditions until Dinosaur Bone | 
vou have made sufficient progress. We provide detailed information on 
feature unlocks in the flowcharts that appear before each section of the 


main storyline in our Missions chapter. 


Valerian Root 
tem Request 
Lady of the Night Orchid 
Lady Slipper Orchid 

| Moccasin Flower Orchid 
Acuna's Star Orchid 
Cigar Orchid 
Ghost Orchid 
Night Scented Orchid 
Rat Tail Orchid 
Spider’s Orchid 
Clamshell Orchid 
Dragon's Mouth Orchid 
Queen's Orchid 


For the more hard-to-find collectibles and points of interest, we 
* provide notes where necessary. These offer details on where 
s of à collection of map portions. We have the collectibles in question are hidden, whether special unlock 


This atlas cons 


Sparrow’'s Egg Orchid divided the world map based on a grid, with each grid conditions apply, or — with chests — what rewards they contain. 
Dreamcatcher cell corresponding to a map portion: see overleaf for an You can easily connect an item position to its associated note by 
ET illustration that will make things perfectly clear matching the number of its icon and footnote, 
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This chapter offers an exhaustive 
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munition, cust 


WEAPON STATS 


|_When you purchase or obtain new weapon, its stat bars wil generally 
look ike the folowing diagram: 


| A TYPICAL STAT BAR 


Lue scron | En 
Snas 
ASP LEE 
barage IE m 


hange _— 
Fie Fé me 
old mm The white section of à bar represents its current value. The larger 
itis, the more effective the weapon will be in the corresponding 
field. For instance, a large Damage white section means that each 
shot wil hit harder. You will natice that white bar sections gradually 
shrink as you use your frearms and expose them to detrimental 
environmental effects such as water and mud. You can reverse this 
process by cleaning the weapon —a topic that we 1 retum to shorty. 


& Recuuan > 


The gray section of a bar represents its theoretical maximum 
potential. You can develop a weapons potential in two ways 


« By equipping it with components, such as à long barrel or improved 
Each weapon has six main stats that broadiy determine its overall rifing. These are available at all gunsmiths via the Customize 
efficiency. The first five parameters are normalized approximations option. 

based on other weapons, with higher totals indicating superior | _ « By fing specialized ammunition. Different types of cartridges can 
performance in the corresponding categories. be purchased, crafted, collected, or looted. Each ammo type has 
its uses. For example, express cartridges will significantly increase 
the damage you deal — and therefore extend the weapon's 
damage bar. 


Damage: The damage each shot will deal when hitting a target. 


Range: An approximation of both the maximum lock-on range of the 
weapon and its maximum fire range. Bath of these scale based on 
the weapons class. 


W you equip a weapon with the relevant components and 
ammunition, t's possible for the white section of a bar to fillthe gray 
section completely. This illustrates the fact that the stat in question 
Fire Rate: How many bullets can be fired per second. has reached its maximum potential for that rearm 
Reload: How quick itis to reload one bullet; the time it takes for a full 
reload, divided by the number of bullets 


Conwersely, if you allow a weapon to degrade, you will see the gray 
bar sections extending toward the left. This reflects the fact that the 
weapon is losing some of its efficiency and requires maintenance. 
‘Accuracy: How focused the weapon’s spread is when you aim it, as 
indicated by the size of the reticle. The black section of a bar can never be attained: tis outside of the 
weapon’s potential. 

Condition: The current mechanical status of the weapon, which in 
ten affects the other stats. 


Nate that the weapon section of the compendium keeps track of all 
weapons you have encountered so far, as well as key statistics such as 
kils, headshots, and accuracy. 


WEAPON DEGRADATION 


Weapons gradually deteriorate in condition due to usage and 
environmental factors. Allowing them to become diny or rusty will lead 
to lower damage, slower cocking, and longer reloads. It is therefore 
recommended to regularly maintain your arsenal 


<REvAR > 
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* THE DEGRADATION PROCESS « 


You can keep track of the condition of a weapon via the weapon wheel 
Look below the five main stat bars to find a “condition” bar. Initially, this 
is fuly white — which coresponds to an optimal condition. Over time, 
you will notice that the right end of the bar becomes gray, indicating 
that the degradation process has begun, and that weapon’s potential has 
been lowered. This is also reflected visually, with the weapon in question 
showing signs of wear and tear. 


There are actually three different hidden parameters that determine 
weapon deterioration 


Soot — Shooting the weapon will cause it to slowly degrade. A 


weapon will go from best condition to worst condition after being 
fired à certain number of times. 


DEGRADATION-SLOWING ITEMS 


| Rust — Rust appears when the weapon is submerged in water or 


deep snow (including when holstered). t will take a set number of 
seconds for a weapon exposed to water to go rom best condition to 
worst condition. 


Dirt — Dirt stains a weapon when itis submerged in deep mud (even 
when holstered). It will take a set number of seconds for a weapon 
exposed to mud to go from best condition to worst condition. 


DEGRADATION PARAMETERS 


SOOT: SHOTS TO_ | RUST/DIRT: TIME TO 
FULL DEGRADATION | FULL DEGRADATION 


WEAPON TYPE 


Revolver 300 300s 
Pistol | 200 0% 

f 
Repeater 300 300s 

Rifle [ 
(meluding Spe Rie) and en 
Shotgun | 150 300s 


Degradation has the following detrimental effects on your weapons, 
applied in a gradual and proportional manner 


The damage caused by the weapon is reduced 

The weapon’s fie rate is reduced 

If applicable, the weapon’s cocking speed is slowed down. 
The time it takes to reload will be increased. 


* SLOWING DEGRADATION * 


There are several items that can reduce wear and tear on your 
weapons. Their effects stack, making it possible to spend less time on 
maintenance with your favored firearms. 


More generally, itis usually sensible to stow your preferred weapons on 
vour horse should you need to spend an extended time ìn proximity to 
|_mud, water or snow. If there is no real danger of attack when you are 
engaged in activities that will directiy affect weapon condition (such as 
swimming to reach collectibles, for example), it might be better to just 
take a disposable sidearm alang for emergencies. 


| vreu mee OEGRADATION PAlLAGILTY 

| Weapon Wrap Component 10% ‘Any gunsmith. Only available for repeaters, les and shotguns. 

| omme | mn | egens | 

U Reinforced Off-Hand Holster Acme 10% eend with the correct ingredients after you complete the 
Bever Tot inlet Tinker zow Î oafted homolegend bene taat toene 

I Raven Claw Talisman Talisman 20% Í Reward from completing “Geology for Beginners” (see page 210). | 
Legend of the East Outfit 10% Complete all challenges in all categones. ij 
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* MAINTAINING WEAPONS * | 


You should maintain your weapons to negate the effects of degradation. 
There are two methods: manual upkeep, or employing the services of a 
gunsmith, Both will also remove visual effects such as soot, rust, and 
dirt from the weapon. 


MANUAL CLEANING 
You can clean your firearms yourself as long as you own gun oil — an 
tem sold in most shops, including gunsmiths, general stores, wrappers 
and fences. You will also regularly find gun oil as a colectibie 


To maintain a weapon, select it in the wheel menu and press @/ír. 
Any deterioration affecting your fve stat bars will be represented by 
red segments. Press @/@ to clean it, consuming a gun oil item but 
restoring all stats to their current maximum valve 


GUNSMITH CLEANING 
You can also pay a gunsmith to clean your weapons. Just ike manual 
cleaning, this restores them to perfect condition. 


Note that à weapon can be customized by a gunsmith only if it is 
perfectly clean. If not, all madification options wil be grayed out in the 
corresponding menu. 


When you pick up a frearm drop 


that it has the “worn” prefix (a evolver”). 
are long past the anical prime 
fully restore their condition bar. Manual clean 
e bar to the capped limit, but 
point 


The type of ammunition you choose can play a decisive role, both during shootouts and when hunting. The following tables offer an overview of all 


the options at your disposal 


FIREARM AMMUNITION 


ICON TvPE il AVAILABILITY 


Regular Purchased 


High Velocity Purchased 


COMPATIBILITY DESCRIPTION 


Standard ammo 


Damage + 5, Range +10 


Crafted roqular cartridge 


Split Point hunting Kiel 
Express Purchasad 

Explosive Crattod (express cartridge + animal fat) 
Varmint Purchased 


Most pistals, revolvers, repeaters, 
tiles, and sniper riles 


Damage + 5, Accuracy +10 


Damage +15 | 


Damage +25, Explosive Elloct 


Varmint rifle Standard ammo 


Shotgun Shells — Regular‘ Purchased 


Standard ammo 


Shotgun — Slug Purchased 


Shotgun — Incendiary 
Buckshot 


Crafted regular shotgun shell + 
maonshine) 


Shotgun — Explosive Slug _| Crafted (shotgun shel + animal at) 


Range +5, Accuracy +20 


—| Sholguns ES 


Damage +15, ncendiary Elft | 


Damage +25, Range +5 I 
Accuracy +20, Explosive Effect 
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ARROWS 


AVAILABILITY 


DESCRIPTION 


OK Sandd rn 

Small Game Arrow _ | Crafted (arow + regular shotgun shell + Night feather) _‚ Damage -20 

Poison Arrow. Crafted (arrow + oleander sage + fight feather) Damage +5 

® d Fire Arrow Crafted pe En fat fr Le Incendiary Effect mr 


Damage +40, Explasive Effect 


Dynamite 


Volatile 
Dynamite 


Fire Bottle 


Volatile Fire 
Bottle 


AVAILABILITY 


Purchased 


Purchasod & 
Crafted (dynamite + animal fat + high velocity cartridge) 


Purchasod & 
Crafted (any alcohol + animal fat) 


Purchasod & 
Crafted (moonshine + animal fot) 


Purchased 


Crafted (throwing knie + eagle/hawk feather} 


Crafted (throwing knie + oleander sage) 


Purchased 


Crafted (tomahawk + eagle/hawk feather) 


Crafted (tomahawk + owd feather) 


DESCRIPTION 


Regular explosive; can be lit while in hand and throw, 


or planted and frad at 


Damage +10 


Sets an araa ablaze on impact 


Damage +10 


Standard knife 


Damage +10, Range +5, Accuracy +5 


Damage +10 


Standard tomahawk 


Damage +10, Range +5 


Range +5, Accuracy +10 


Callectible (found sticking aut of a broken target on the 
east side of Calumet Ravine. to the east of the Wapiti 
Indian Reservation) 


Same behavior as a standard tomahawk, with a unique 
visual model 
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Gunsmiths can be found ín Valentine, Rhodes, Saint Denis and | 
Annesburg; an additional store is available in Tumbleweed from | 
Epilogue 1 onward. [ 

| 


These specialists can clean your weapons for a fee, and will sell you 
various weapons and ammunition types. They also stock individual 
parts which you can use to customize your weapons. 


Three accessories sold by gunsmiths are worth a special mention as 
they offer very useful perks. tis in your interests to purchase and equip 
these early in the adventure 


* WEAPONS * 


Upgraded Bandolier: Permanently increases your base 
‘ammo capacity for longarm weapons by 50%. 


Upgraded Gun Belt: Permanently increases your base 
‘ammo capacity forsidearm weapons by 50%. 


Halster: Permanentiy slows degradation for all weapons 
by 20% 


ALL GUNSMITHS 
E WEAPON Price UNLOCK REGUIREMENT | 
Cattleman Revolver | 850.00 Complete “Outlaws From the West” (Chapter 1) 
Carbine Repeater $90.00 Complete “Old Friends” (Chapter 1) 
Volcanic Pistol $150.00 Complete “Eastward Bound” (Chapter 1) 
Springfield Rite SE Complet “Eastward Bound” (Chapter 1) 
Varmint Rifle $72.00 Complete “Eastward Bound” (Chapter 1) 
Double-Barreled Shotgun $95.00 Complete “Paying a Social Call” (Chapter 2) 
Pump-Action Shotgun $148.00 Complete “Pouring Forth Oil” (Chapter 2) 
Double-Action Revolver $65,00 Complete “A Strange Kindness” (Chapter 2) 
Lancaster Repeater $135.00 Complete “An American Pastoral Scene” (Chapter 2} | 
Sawed-Of! Shotgun I $85.00 Complete "Enter, Pursued by à Memory” (Chapter 1) 
Rolling Block Rifle $187.00 Complete “The Sheep and the Goats” (Chapter 2) 
ĳ Schofield Revolver Ì $84.00 Complete “Blessed are the Meek?” (Chapter 2) 
Ii Bolt Action Rifle $180.00 Complete “Preaching Forgiveness as He Went” (Chapter 3) 
Semi-Auto Shotgun $225.00 Complete “A Fine Night of Debauchery” (Chapter 4) 
Repeating Shotgun $185.00 Complete “Vissting Hours” (Chapter 6) 
Litchfield Repeater $145.00 Complete “Goodbye. Dear Friend” (Chapter 6) 
Carcano Rifle $190.00 Complete “Goodbye, Dear Friend” (Chapter 6} 
VALENTINE & SAINT DENIS ONLY 
WEAPON pnice UNLOCK REQUIREMENT 
Semi-Automatic Pistol $210.00 |__Gomplete “The Jays of Civilization” (Chapter 4) 
E _ | __ sow | Complete Thats Mur p | 


* ACCESSORIES & 


AMMUNITION * 


ALL GUNSMITHS — AMMUNITION 


ALL GUNSMITHS — AMMUNITION (CONTINUED) 


| ITEM Ë PRICE rem Price 
Ie Arrows $050 Rifle Cartridges — Express Ì S200 
Pistol Carwridges — Regular $1.00 Rifle Carwidges — High Velocity 5300 Ï 
Pistol Cartridges — Express $150 Shotgun Shells — Regular s100 H 
| Pistol Cartridges — High Velocity $250 L “Shotgun Stug | 
Repeater Cartridges — Regular $150 
Repeater Cartridges — Express 5200 ALL GUNSMITHS — ACCESSORIES 
Repester Cartridges — High Velocity $250 eanholee = 
Reuver Cridges Regular sm ESS 
Revolver Cartridges — Express $150 | Gun Oil $1.50 | 
Revolver Cartridges — High Velocity $z00 | Upgraded Bandolier 56950 | 
Rifle Cartridges — Varmint 510 | Upgraded Gun Belt sam | 
Rille Cartridges — Regular $150 Upgraded Halster wo | 


OTHER SHOPS 


While gunsmiths offer the widest variety of stock, certain other vendors sell select firearms and ammunition types. 


GENERAL STORES: STRAWBERRY & BLACKWATER 


PRICE UNLOCK REOUIREMENT 
| |___s250 Comp (Chapter 1) 
Repeater Cartridges — High Velocity | S250 = 
Revolver Cartridges — High Velocity | S200 
Rifle Cartridges — High Velocity | s300 ek En 


GENERAL STORES: STRAWBERRY ONLY 


AMMUNITION TYPE PRICE UNLOCK REQUIREMENT 
Pistol Cartridges — Express $150 
RepeaterCartridges Express | SZ00 
Revolver Cartridges — Express $150 
Rifle Cartridges — Express | $200 
‘Shotgun — Slug Tso 
Ë WEAPON | pmce UNLOCK REOUIREMENT 
Double-ActionBevolver__| _ $650D Complete “A Strange Kindness” (Chapter 2} 
Semi-Auto Shotgun [__ sw Complete “A Fine Night of Debauchery” (Chapter 4) 
Rolling Block Rifle |__sie7oo Complete “The Sheep and the Gaats” (Chapter 2) 


GENERAL STORES: BLACKWATER ONLY 


WEAPON PRICE UNLOCK ÂEQUIREMENT 
Lichfield Repeater $145.00 Complete “Goodbye, Dear Friend” (Chapter 6) 
Ï {Schofield Revolver |__ssa00 Complete “Blessed are the Mack?” (Chapter 2) 
Ü Pump-Action Shotgun S14800 Complete “Pouring Forth Ol” (Chapter 2) 
ALL FENCES 
WEAPON PRICE UNLOCK REQUIREMENT 
Dynamite $1.00 Complete “Who the Hollis Leviticus Comwalf?” (Chapter 1) 
I Throwing Knie |__«5o Complete “Paying a Social Cal” (Chapter 2) 
I Tomahawk | S4.00 Complete “Americans at Rest” (Chapter 2) 
Fire Bottle 5075 Complete “The Fine Joys of Tobacco” (Chapter 3) 
| Hatchet |___s425 Complete “Dear Uncle Tachus” (Chapter 5) 
If Cleaver |_ss00 Complete “Dear Uncle Tactus” (Chapter 5) 
Machete s1000 Complete “Dear Uncle Tactus” (Chapter 5) 
TRAPPER 
WEAPON PRICE UNLOCK REQUIREMENT Ü 
I Throwing Knie | $250 Complete “Paying a Social Cal” (Chapter 2} 
Tomahawk — EN Complete “Americans at Rest” (Chapter 2)_— 
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WEAPON CUSTOMIZATION 


Weapon customization is a system that enables you to apply component and style changes to weapons that you own via the services of a gunsmith 


* MODIFICATION OVERVIEW * 


Most component modifications directly affect the performance of weapons. If you can afford to do so, applying suitable upgrades to your preferred 


firearms will give you an extra edge in combat. 


Style modifications are purely cosmetic, enabling you to personalize your weapons in accordance with your preferences. 


COMPONENT: BARREL LENGTH 


COMPONENT: GRIP 


Barrel length is designed to improve the accuracy of weapons. This 
component is available for revolvers, pistols, and shotguns (with the 
exception of the sawed-off shotgun} 


Short Barrel: Default component on all weapons of the above: 
categories (except the Schofield revolver, which comes equipped 
with a long barrel) 

Long Barrel: Increases accuracy due to à narrower cone of fire 


A grip modification changes the design of the handle for sidearm 
weapons. You can change this component for revolvers and pistols 


Basic Grip 

lronwood Grip 

Ebony Grip 

Pearl Grip 

Hero Pearl Grip (available exclusively for the cattleman revolver if 
vour honor rank is 4 or higher) 

Gunslinger Ebony Grip (available exclusively for the double-action 
revolver if your honor rank is -4 or lower) 


COMPONENT: BARREL RIFLING 


COMPONENT, IRON SIGHTS 


Barrel lling is the helical pattern inside the barrel designed to spin the 
projectile on exit, increasing velocity and range. 


Standard Rifling: Default component on all weapons: 

Improved Rifing: Weapon range is increased by 10%; damage. 
falkoff ranges are also increased by 10%, making weapons more. 
effective at long distances. When used on shotgun weapons with 
buckshot ammunition equipped, spread is increased, leading to a 
wider cone offre —but therefore lower accuracy, 


lron sights make it easier to aim your weapon. This modification is 


B available for all firearms except sniper rifles. While aiming a weapon 


without a scope in first-person view, pressing $} will toggle the iron 
sights view on and of 


Stock Sights: Default component on all weapons (with the exception 
of sniper rifles) 

Improved Sights: Increase accuracy by enabling better target 
acquisition. 
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COMPONENT: SCOPES 


Scopes are available for repeaters and rifles. While aiming a weapon 
with a scope, pressing Q will toggle the full-screen zoom scope view 
on and off. Note that this is not possible with sniper rifles, though. 

No Scope: No zoom (not available for sniper les) 

Short Scope: 


COMPONENT: STOCK 


The stock modification changes the grain texture of the wooden 
sections of ngarm weapons (repeaters, rifles, and shotguns, including 
the sawn-off shotgun). 


ow-level zoom Basic Grain 
Medium Scope: Medium-level zoom, Straight Grain 
Long Scope: High-level zoom Wide Grain 
COMPONENT: WRAP 


Leather wraps help to preserve the condition of weapons against wear 
from usage and the elements. This is available for repeaters, rifles, and 
shotguns (including the sawn-off shotgun) 


No Wrap: Default degradation. 
Wrap: Reduces weapon degradation by 10%. This stacks with other 
similar effects. 
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* MODIFICATION LISTS * 


ALL LONGARM WEAPONS 
cle hl en 
OMPONENTS STYLES | METALS 
carecomy caregonr | mon |wc | SUE |RAGKENED) BRONNED | spas | suven | cow 
Barrel | $5.00 | $5.50 $6.00 $7.00 $7.50 | $800 | $900 | $1000 
ons an [Fene [ssolsezs| soo| soso| smas |siz00 | stas0 | sio 
eensgtesr |R | eso | [Hammer [sj s4mj sj sj sj sos} so} sa 
Boon ns | | osdoordst. | ssm|sssol seoo| som} sao | saoo | sooo |siom 
Stock SwaightGain | s1a00 | | Tepdoor Bak. 
‘Wide Grain 520.00 Ee en + } + } + + + 
No Wrap Sight 250 | s275| ss00| s350| sas | sam | sas | s500 
Wrap Wrap |_ss50 | sao $425 ss00 | _$550 | 575 | S650 | $700 
aa ate mig back lead arcane == : 
STYLESIOTHER MODIFICATIONS % % %%% AA %%» CATEGORY Trem Rec || 
_- hi 6 Birch $1.50 
Mahogany $150 
| Iron $150 Black Walnut $200 
| Nickel | 225 Maple $2.00 
| Blucd Steel | $300 Bocote $2.50 
ge nn bi _| EE 
Brass | $6,00 Myrile $3.00 
Ster | 55 lisse Bubinga $a50 
Gold |_ sao Rosewood 83.50 
Dn Barot Frans. Live None 5030 Cocobalo soo| 
Block Trapdoor Bat Trigger Guard Baroque 5550 Wid Chery sa00 
fe per ren pa RN ang can Art Nouveau 825 Ebony $450 
be toggied indrviduall after applying Victorian $1050 Bright Maple S450 
fial ongraving) Omamental $1200 Walnut $5.00 
None Ï Dark Walnut $5,00 
Buck Scene s1a50 Haeelnut $150|| 
Walf Scene $1500 Chestnut s200 | 
|| Carvings | Grip Eagle Scone $16 00 Olive $2.50 
Ram $16.75 Walnut $3.00 Il 
Flying Eagle $18.00 ed Brick Red $350 
Ï Beer Tobacco $400 
TE r TE) DNA Chocolate $450 
ALL SIDEARM WEAPONS p Pebble ssoo_|| 
COMPONENTS STYLES | METALS® 
Ll Ll 
BLUED [BLACKENED | BRONMED | opass { stuven | cou” 
Barel Length* ‘Short Barrel Barrel | $400 | $450 475 $5.50 $6.00 | $650 | $725 | $800 
Er Bjerke. | saoo | saso| sz} ssso| seo | s6s0 | s725 | s800 
Barrel Riling® | proved Ruting_| s1500 || | Frame [ssofsso{ sj seso{ soo| sas | sio7s | siz 
\ronsighs | SteckSights Hammer |_sa2s | s350 | s400 | s450 | sar | s525 | s550 | s650 | 
vl Improved Sights _|_$5,00 Lsol sei sof serf sof saas) sas | sa | 
Te saweof shotgun doesn't have bare customtaton optons. |L Trigger | s275 | 325 $325 $4.00 S450 | S450 | S525 | S550 


Instead shar same stock and wan options as knar 
wenpans houghi wide grain toch costs $12 stod of 520) 


a te doute acte rl 


ace Ir the same 


STYLE | OTHER MODIFICATIONS __ 
if 


\ Iron SL50 Bich $150 
| Nickel |__s225 Mohogary $1.50 
| Blued Steel |__s30 Black Walnut 5200 
BlackenedSteel__| 35 Maple S200 
Sede Browmed Steel |__s525 Bocole $250 
| Brass | $6.00 Mesqute $250 
| Siver | EE Dark osewend $300 
en Gold sa00 | rie 5300 
| Baret Onder, Ba, Faaw | Neee 5030 gn Bubinga 5350 
ze perdre pendel $5.00 Rosewood 5350 
price per weapon part: each one can |: Art Nouvear 8650 Coeobolo s400 
be toggle indvidvaly after applying |, re 
Etat) ictorian $850 fid Chery 
Ornamental sio | Ebony 
None | - Bright Maple 
Rattlesnake | soo | Walnut 
Scorpion | sao (|L L Dark Walnut 
Carvings | Grip Puma sis | Wh ndi imi ma aid dl ed 
Deer S1450 
Eagle s1500 
Buck $1525 


WEAPON TYPE-SPECIFIC MODIFICATIONS 


BEER 


ALL REPEATERS ALL SHOTGUNS® ALLRIFLES ALL SNIPER RIFLES 

_couronamsiscort | pace | coureurs aanne. C*pmce „IJ courousyscaire |_ ene IF cowebwcrsiscore | emee] 

|_mo Scope ‘Short Barrel | No Scope Short Scope $15.00 

| Short Scope stem || tangBaret | SMO || Short Scope $1500_|||| Medium Scope 
“Eerst den | Medium Scope 2000 ||| tong scope 525.00 


WEAPON-SPECIFIC MODIFICATIONS — 


MAUSER PISTOL, SCHOFIELD REVOLVER, 


CATTLEMAN REVOLVER DOUBLE-ACTION REVOLVER SEMI-AUTOMATIC PISTOL, VOLCANIC PISTOL 
EN ME 
|, Basic Grip |, Basic Grip || Basic Grip 
Ebony Grip sizoo | || ebony Grip si200 || | Ebony Grip $1200 
‘ronwood Grip 51400 || || rronwood Grip s1ao0 | tronwooa Grip $14.00 
|L Pear Grip sisoo | | GunsingerEhonyGip | s3000 || | Peart Grip $1500 
3000 gi 3 
swweosreL | BUCKENED |= BADWAND 
sro 50 
| rame 550 8825 00 s1050 su25 s1200 815,00 
|L hammer ET] 50 50 sss 850 550 8800 
| sight 5250 8275 30 350 ss | sem s500 
| Trigger 8350 $400 425 $500 $550 | $575 5700 
Tigger Guard s50 so | so so so | so $1000 
HUNTING KNIFE 
sms rem 
lan 5700 
Nickel $125 
Blued Stol $8.00 
| Blackened Stel 8850 
Zedd roamed Steal $900 
Brass 8975 
Siver $1050 
| gold [_s1000 
lon 
Nickel 
Bled Stoel 
Engravings | Inlay Metals | Bieke Stel 
Brass 
Siver Ï 
Le [Gold bene 
None 5030 
Eormingsl 8de | Suis 625 
Omameral $1050 
Birch SL50 
Mahogeny $L50 
I Black Walnut, $200 
Maple $200 
Bocore $250 
Mesquite $250 
Dark Rosewood $300 
Vars | Gap Blinde 80 
| Rosewood $350 
Cocabalo $400 
Wid Cherry $400 
Ebony $450 
Bright Maple s450 | 
Walnut $500 
Ì ik Walnut $500 
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WEAPON SHEETS 
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PISTOLS 


Available: All gonst 
ckad up during the home 


Damage 
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ITEMS 


This chapter offers à complete catalog of all items encaunere in the game, inclding 

parameters, availability conditions and other such notable eharacterisies, Malso 

provides a guide to crafting and comprehensive shop invenlories. 
4 & ®. 


ee 


CONSUMABLES 


The primary function of consumables is to restore your attribute meters 
or cares: see page 166 for further details on these concepts. 


Meter restoration effects are expressed in terms of the circular 

tank” segments that are replenished. Certain powerful items 
trigger the fortifed status, which temporarily boosts the attribute in 
Question to level 10 for a set duration. 


Core restoration effects are expressed as a percentage: 50%, 
for instance, will replenish half of the related core. A few potent 
consumables will induce the “gold” status on affected cores, which 
temporarily halts the usual draining process. 


Furthermore, consumables have à calorie value, which incremental 
affects your characters weight a system that we cover on page 168. | 


For each item, you will also find notes on its availability. The following 
general principles apply 


Found: The item can be looted from places you explore, acquired 
from chests, and claimed from bodies. Many of these collectibles 


Orres encres [O)servoreis Esormcoors [Booo oeis 


TONICS #4 kk ek 


Pasha jezero 


can also be picked up as free supplies at camp once you unlock the 
corresponding upgrades (see page 143) 


Crafted: Some items need to be crafted. You can find a complete ist 
of all recipes, ingredients and requirements on page 321 


Purchased: Many consumables are available in stores. Turn to page 
324 for exhaustive shop lists featuring prices and, where applicable 
unlock conditions. 


Hunting: Al animal parts, which represent the bulk of the 
ingredients” and “materials” satchel categories, are covered in a 
dedicated section of this guide — see page 147 


Fishing: Refer to our section on fishing on page 163 for a full list of 
fish species and their habitats. 


Finally, many horse consumables have bonding XP values. These 
contribute to developing your bonding level with your mount based on 
how fullits related cores are — as explained on page 140 
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Animal parts, which represent the bulk of the “ingredients” and 
“materials” satchel categories, are covered in a dedicated section of 
this guide — see page 147. 
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KIT & TOOLS 


Items in this category serve a very specific purpose. Some have 
gameplay applications (such as the binoculars, which enable you to 
study anything of interest from a distance), while others are specific 
to certain missions. 


Of particular interest 


Improved satchels can be crafted by Pearson at camp (see page 
144) or purchased at fences from Epilogue 1 onward (see page 327) 
These offer increased capacity — a very welcome feature that will 
able you to make more profitable expeditions into the wilderness. 


Talismans and trinkets induce permanent perks. You do not need 
to equip the items: their effects are always active, making them very 
powerful. Note that you can choose ta show or hide talismans in the 
Wardrobe menu. 


KIT AND TOOLS AVAILABILITY — 


NAME NOTES AVAILABILITY 


A spachal item that_ | Once you have inspected all 
enables your stamina | 20 dreamcatcher locations 


Ancient 
vo last twice as long. | this is found in the cave 
Arrawhead | ven you draw your | hidden behind the Ehsan Pool 
bow watarall soe page 212 
Antique Found at Compson'sSwad || 
Pocket__| Abroken watch | during “The Inquities of 


Watch History —I 


Lootod from cho debtors 
house during the “Mr Wröbel 
loansharking mission 


‘Antique | Canbe sold toa 
Watch | fance. 


(Conceals your 
Bandana | identity while 
commiting crimes 


Given after “Outlaws from 
the West 


Agito delworto_ | Given during “The Course of 
Beau's Gi | Penelope Tue Love 


Allows you to soe 
Binoculars | into the distance and 
study targets 


Gwen after “Outaws (rom 
the West” 


Lowors tha chance 


Covar Scent Crafted, found, purchased 
hat you will be aleen ej=e 
Lotion | SA gs | (ener stores, emco, tact) 
Grafing | Tools forcrafting _ | Given by Hosea during 
Tools | items “Eastward Bound” 


‘Osman Grove, inside drawer 
im the cabin (east of Emerald 
Ranch) 


Fountain | An tem request 
Pen*__| made by Mary-Bet 


Found (or example, on the 
body of the Saint Denis 
gunsmith) 


Gold Pocket | Can be sold to 
Watch | fence 


Hue Pomade | At haio sick | Found and purchased (gea 

Doubles tho rata at 

Hair Tonic_ | which hair and facal 
hair grows 


Found and purchased (general 
stores) 


nem reque Found at Grangers Hoggeny, on 
B reren (enyssde_ | scuboerd isde me stack 
nale by Sidle | cast ol Flatneck Stauan 


Ee | Aancmage | Fdtel e 
benoe |Moante | Gene sae Men 
vens en 


Lightning |A metal rod usedto_ | Glven during “A Bright 
Conductor | conduct lightning _ | Bouncing Boy 


Used stond, | Given during “Friendsin 


Lock Breaker | Deed 0 Sj Very Lo Plas; purchased 
Í 
Mary's etrieved during Fatherhood 
Brooch | Anomatebrooch | and Other Dreams —I 


NAME 


Maal 
Compass 


Opened 
Cover Scemt 


Penelope's 
Bracelet 


Pipe” 


NoTes AVAILABILITY 
Anitem request _ | In the bosthouse at 
made by Pearson __ | Brathwarte Manor 


Lawers the chances 
of beng detected by | Found 
ammais 


enelope’s bracelet | Reward for competing 
Penelope's bracelet | “Te Course of Tue Love —V” 
Vetoes Echo, on a desk in 
Anitem regquest | the shack (west of Wallace 
made by Dutch Station, near the west edge 

ol te world map) 

Found lor instance, on Evelyn 


Platinum | canoe Mier eek urg Te 
packet |Ganbesoldtoa | American niee, Bant out 
Wsrch Vor iadea lotor 

Faal San) 
gee asem | genante dn van 
ee ele | of Three Sisters) 
Doet | Ogre cant | phase genase 
Evderce at snows | Found man gd ma 
Bolton | peaton leaked into | during “The Wisdom of 
He rmeh elen” V 
Poant_ | Arets pistne 

Herre | heriwoisinhe | Cated 
a 
Poent_ | Arcs prstne 
Pradatoc_ | predaort inte _ | Catd 
Bat _| Venay 

Arrats averago _ Found, atd. and purchased 

Predator Bat | proto me | (generis lonen 

Zoran appe li 
Feutinger 

Canessa | Sten om te sale dring 
Paekat fence “Afine of Debauchery” 
Bet en Fre gn oi bebachey 

Silver Pocket | Can be sold to a. Found (for instance. inside 
Vath | aren te Vera scho shock) 
berde Retrieved during “Brothers 

Creed and Sisters, One and Al" 
Crucitix Es 

Load trom random 
Trimble | An tem rmausst ‘characters once the tem 
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Materials 
Satchel 


Valwables 
Satchel 


Legend of he 
East Satchel 


Badger Pelt Perect 


Decrease tha speed at 


PERRE | which the health core 


Perfect Bison Pet Perlect 
cores drain by 10% 


aar Pe Perfect Iguana 
which the stamina core |_ Fragment 


Perfect Cougar Pel Porlect 
Increases Eagia Eye 
duration by five seconds 


TRINKETS 


Once ou roach Epagor 


Witu hang to prove ingredients 


NAME 


Beaver Tooth 
Tinker 


tanks Bison 
Hom Trinker 


Buck Anter 
Tinker 


Cougar Fang 
Trnker 


Coyote Fang 
Trinket 


Elk Anter 
Traker 


Fox Claw 
Tinker 


Lion's Paw 
Tinker 


Moose Antler 
Tinker, 


Panther's Eye 
Trinker 


Pronghamn 
Hom frinket 


Ram Hom 
Trinket 


degradation by 10% _ | (legendary baaver tooth) 


Decreases the amount 


methods detailed in 
You receive higher 
quality parts won 


(legendary buck antler) 


Increases your stamina 
(legendary cougar tang 


ases vour Dead Eye 


(legendary coyote fang) 


Increases the money 


(legondary ak ander) 


duration by fve seconds | (legendary fox claw) 


Increases your stamina 


SPECIAL MATERIALS 


Increases your heath XP 
(legendary moose ander) 


Decreases the speed 
at which the Dead Eye 
meter drains by 10% for 


Staps animals stored on 
vour horse from spaiing | (legendary pranghom 
Doubs the amount 
of herbs you obtain 
when piclâng oregano, 


en ng 000. | Gegendsry ram hom) 


Wolf Heart 
Trinket 


Doutles your resistance 
(legendary wolf hear) 


Om Feather 
Trinket 


Iguana Scale 
Trinker 


Reduces health, stamina | Beward or competing 


and Dead Ge core drain | geoimar thaut 


| kaling à single guard 
Reduces the damage 


you receive wine on__ | Special/Ulimate Eúiton. 


Ì AVAILABILITY 
Crafted at fences PRIMER 
« Vintage Coal War 
Handcuffs MISSIONS 
« Gold Joined Bracelet 
* Legendary Aligalor EXPLORATION 
aa ATLAS 
Crafted a fences 
* Siver Chain Bracelet 
« Gare Chunk nd 
| « Legendary Bear Claw 
Decreases tha speed | Crafted at fences: 
at which your horse's _| « Cobalt Potrihed Wood ||| ExTaAs 
health and stamina _ | « Gold Caring 
» Legendary Boar Tusk INDEX 
Crafted at fences 
Decreases the speed al_| « Ablone Shell 
ver Earring CONSUMABLES 
= Cegendary Bison Hom 
Crafted at fences 
degradation by 20% __ | « Old Brass Compass EQUIPMENT 
For owners of the eres 
Spocial/limate Eion 
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4 to craft talismans and vinke 


unique items that can only be acquired by the 


AVAILABILITY 


Malin ane gel of cigarete 
cards as part ol “Smoking 
and Other Hoblas” (page 
199) 


Can be taken rom the lon 
during "He's Brush, of 
Course — IV” (page 187) 


Malin the first dinosaur 
‘bang location as part of 
A Test of Faith” (page 208) 


Faumd im a chest under a oc 
overhang northwest of Lake 
Isabela (page 2161 

Found inside an old house 
sta short walk to tho north 
ofthe sterf" staon in 
Rhodes (page 340) 

Found in Francis Sinhairs 
cal after malkng al 1O rock 
caning locations (page 210) 
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NAME PRICE UNLOCK CONDr _ Paumen 
missions, 
In addition to the standard bandolier, gun belt, holster, and off-hand UPGRADED EQUIPMENT (GUNSMITHS) Valuables are precious items whose primary purpose is to be sold, though a few of them are required to craft talismans or during 
hance encounters. EXPLORATION 
halster, you can acquire improved versions of these accessories FE chance encounter 
These “upgraded” and “reinforced” pieces of equipment provide the _ |+ 5 jn Ï FNS Aras 
following perks Upgraded GunBelt _ | 5800 an = nn -= — ke en 
Upgraded Holster $45.50 NAME AVAILABILITY | NAME AVAILABILITY 
Bandolier: Increased ammo capacity for ongarm 
(50% 9 REINFORCED EQUIPMENT (TRAPPER) | ®, Found in a bird nest in the Gries East, on a smal | ssRing | Aeceived vin alter trom Mary at tie end of pernas 
weapons (+50% for the upgraded version; +100% ĳ Ammolite _ | (cáge near he nidgeline (see page 340) Mary's Ring | “Goodbye, Dear Fiend”, cannot be sold 
for the reinforced versions) Explorer Bandotier | 3455 | Explorer Chatenge- Fark 3 — EE — nd Inoex 
T =| Ancient Found {sample location: inside the drawer Native ‘Can be obtained during the “Drunk Camp” chance 
Gun Belt: Increased ammo capacity for sidearm Gambler Bandolier _ | $21.00 | Gambler Chalenge: Rank 3 Nechdace _ | underneath black Bower at Scratching Pos) | Aurice Mag || oatbkmeer ee 
weapons (+50% for the upgraded version: +100% F et eN Î 8 
Ne en EEE Ee re Ee mamas 
J | Broken Pistol | Found at Compsor's Stad during “The Iniquites Wecke | Cam be otained during the “Torch Proceso 
Master Hunter Bandolier _ $2450 | Master Hunter Challenge Rank 3 1 oli chance encounter HaTe TOOLS, 
Holster: Weapon degradation rate decreased He Bandolier | 81775 |H Chalenge:Aank | ĳ „4 | Found on Catherine's person in the bumed-our 
eel n mn ang: MN | Catherine's jraitiwaite Manor, after “Blood Feuds, Ancien ndom loot drop 
(-20% for both the upgraded and reinforced versions) Ch Ered nele: Va emee 
BanditBandoier | $2175 | Bandi Chaienge Rank! 
à Given if Ji Brooks at th dof BOEMAN 
Off-Hand Holster: Weapon degradation rate -10% ie le 5 Pole Society, Valentine Style” CRAFTING 
(for the reinforced versions) Survivalist Bandoier _ | $2725 | Survvalst Challenge: Rank En and ash heter hen EN cooking 
ij ee ek waer Platinum Band | Fairwale Shanty, or inside the drawer underneath si sr 
Weapons Expert Bandolier | 517,00 | weapons Expert Challenge: Rank 10 | Brooch _ | loansharking mission aem Bod | Firat rd a de dan suop UsTs & 
+ 4 | CRAFTING 
Explorer Gun Belt __ | 83125 | Eapover Chatenge Rank 7 
- 5 = | Emerald | Gen after competing “He's Bish, of Course Pli Chain | Random loot dop 
Gambler Gun Belt__ | $1875 | Gamble Chatienge: Ran 7 | 
echolist Gun Í rerbeist Chalenge: ani | Female Fertilty | Found in a lock box beneath the chaicon the porch Platinum hodn 
hendel It | Stawe _ | of the Roadside Brothel Earring | Pandom loot drop 
Master Hunter Gun Belt $22.00 | Master Hunter Challenge: Rank 7 | EE 
- | Fery State | Hidden in the chrnay of The Old Bacchus Place ken 
|} Horseman Gun Belt _ | $1600 | Horsoman Challenge Rank 1 Wy directly south of Thieves Landing Ne a p 
ne hd | Found in a br s nes in the Gries East, on Platinur 


Fluorite Random loot drop 


a small ledge near the nidgeline Spring Bracelet 


Sharpshooter Gun Belt | $1800 | Sharpshooter Challenge: Rank 10 


Mail in five rock carving location coordinates 


Survivalist Gun 3 
as part of “Geology or Beginners 


it | S2450 | Sumvvalst Challenge: Rank 1 Gold Bar | Found 


Rock Statue 


Weapons Expert Gun Belt | $15.25 | Weapons Espen Challenge: Rank 3 


d in a nightstand drawer during the Watsor's 


fo 
Explorer Holster__ | s2525 | Explorer Chalenge Rank Gold Earing | Etn home Bte andam loot drop 
GamblerHolster | $1525 | Gamble Challenge Rank 1 Fr 
Gold ngot_ | Found var a complig A Sage Kindaoss” | ihr Clamp | gandom loot dop 
Herbalist Holter | $2200 | Herbelst Chalenge Fark 7 | Td L ij 
Master Hunter Holster_| $1800 | Master Hunter Chaenge: Rank 10 | Gold Joined | anders oct drop eertse ad 
J Bracelet 
Horseman Hoster _| $1300 | Horseman Challenge: Rank 3 | | 
J Found or instance in Doád's Bul shack or inside |! Siver Eben 
Bandit Holster | 81600 | Bandit Challenge: Rank 3 Gold Nugget | one of he whiskey bles hanging from ins eel Emblem | Random loot drop 
ed ETT | the west of Dewtery Creek) 0 
|L_SharpshaaterHotster | $1475 | Sharpshoots Challenge: Rank 3 T 
Jl Gold Pendant | gandor loot drop Siver Locker | Obtined you choose to recover the debt during 
Sunivalist Hoster _ | $195 | Surat Challenge: Fark 10 Necklace he 7 John Weathersloansharking mission 
Weapons Expert Holster | $1225 | vieapens Esper Challenge Ran 1 Gold Plate Can be obtained during the “Vole” chance | 
| alde | pandom loot dop Siver Tooth | Canbe tt 


Explorer Off-Hand Holster | $2525 | Explorer Challenge: Rank 10 


(Can be taken from Bratwaite Manor during. Kari 15 omdoen 


Ú zater tnt ater [1525 | cri oat at eed Sosane |R! 
Master Hunter Of-Hand_ | 18.00 | Master Hunter Challenge: Rank 1 ks 4 Bag del 


Holster 
|| Horseman Off-Hand Holster | $13,00 | Horseman Challenge: Rank 10 


zal southernmost cabin) 


Given by Ms Hobbs al the condlusian of 
“A Betier Word, A New Friend” 


Squirrel State 


$16 00 | Bandit Chalenge- Rank 7 


Sharpshooter Of-Hand 
Holster 


'Survivalist Of-Hand Holster | $1975 | Survivalst Challenge: Bank 3 


Can be obtained during the “Wealthy Couple” 
and “Torch Procession” chanco encounters 


$1475 | Sharpshoater Challenge: Rank7 Jewelry Bax | Random loot drop Wedding Ring 


Large Jewelsy | Found (sample location: ypstairs in the barn during. 
Bag the “Chez Porer” home robbery) 


White Cougar | Skinned ram the cougar during the 
Pelt “Winton Holmes” loansharking mission 


Menon een HAN | s1225 | Weapons Eper Challenge: Rank | 
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DOCUMENTS 


There are hundreds of documents that you can acquire throughout the game, such as letters that never reached their intended recipient, newspapers, 


and recipe pamphlets. 


A DAY'S WALK POEM: Found in the 
Vetter's Echo cabin, just east of Pronghom 
Ranch 

A LETTER FROM PENELOPE: Obtained 
during “The Course of True Love — Il 
'ALGERNON'S BUSINESS CARI 
when you trigger “Duchesses and Other 
Animals” 


AMERICA: Obtained during “The American 
Inferno, Burnt Out —V” 


ARROYO'S MAP: Looted from one of 
‘Arroyo's men at the beginning of the 
corresponding bounty hunting mission 


BANK CREDIT LETTER: Obtained during 
“Home of the Gentry?’ 


BEAU'S LETTER: Obtained during “The 
Course of True Love —1” 


BILL'S DISHONORABLE DISCHARGE: At 
camp 
BILLY MIDNIGHT PHOTOGRAPH: Obtained 


during “The Noblest of Men, and à Woman —I” 


BLACK BELLE PHOTOGRAPH: Obtained 
during “The Noblest of Men, and a Woman —I" 


BLACKWATER LEDGER NO. 62-75: 
Purchased from a newspaper boy in 
Blackwater or Strawberry 


BLACKWATER LEDGER SCRAP: Found 
in Micah's camp after completing “An 
American Pastoral Scene” 


BOUNTY POSTER — BENEDICT 
ALLBRIGHT: During “Good, Honest, Snake 
oi 


BOUNTY POSTER — MR BLACK & MR 
WHITE: During “The Ties That Bind Us — II” 


BOUNTY POSTER — WILSON J. 
MCDANIELS: During “The Mercies of 
Knowledge —V” 


BOUNTY POSTERS: Available on notice 
boards when you meet the requirements for 
the corresponding bounty hunting missions 


BRIDE PHOTOGRAPH: Found on the corpse 
of Jim, close to the crashed wagon at the 
base of the Monto's Rest cliff, just northeast 
of Strawberry 


CHARITY HANDBILL: Given by Thomas 
Downes, a special character in Valentine 
available between the beginning of 
Chapter 2 and “Sodom? Back to Gomorrah” 
(Chapter 3) 


CHARLES CHÂTENAY'S SKETCH: Given 

by Charles Châtenay during “The Artist's 
Way 1” 

CHELONIAN HANDBILL: Given by Anders 
Helgerson, a special character found in Saint 
Denis 


CHICK'S TREASURE MAP: Received during 
the Chick Matthews loansharking mission 
CHILD'S DRAWING: Found at Compson's 
Stead during “The Iniquities of History — Ir 
CHOLERA HANDBILL: Given by the 
Armadillo town crier, à special character 
found in Armadillo 

CIVIL WAR REPORT: Found in a chest in 
the basement of Fort Brennand, along with a 
gold nugget 

COACH TIP #1-6: Obtained from the two 
post office clerks who provide you with tips 
for coach robberies 

COVER SCENT PAMPHLET: 
beginning of Chapter 2 
DEAR ANNABELLA POEM: Found in the 
Vetter's Echo cabin, ust east of Pronghom 
Ranch 


DIARY: Found at Compson’s Stead during 
“The Iniquities of History — II” 

DUTCH'S SPEECH NOTES: Found at 
Horseshoe Overlook from Chapter 3 
DUTCH'S WANTED POSTER: Found 

in Micah's camp after completing “An 
American Pastoral Scene” 

DYNAMITE ARROW PAMPHLET: Found 
ina chest at the base of a small wooden 
bridge at the south end of the Wapiti Indian 
Reservation; also sold by fences after you 
complete “A Short Walk in a Pretty Town” 
ELECTRIC CHAIR BLUEPRINT: Found on 
the body of the professor at the end of “The 
Mercies of Knowledge — VII” 

EMMET GRANGER PHOTOGRAPH: 
Obtained during “The Noblest of Men, and à 
Woman —[* 

ENGLISH SPELLING PRACTICE: Found on 
a school desk at Fort Riggs, southwest of 
Riggs Station 

EROTIC PHOTOGRAPH 1-5: Found in a 
secret treasure chest (see page 216} 


EUGENICS HANDBILL: Given by the 
eugenics proponent, a special character 
found in Saint Denis, 


iven at the 


} EXISTENCE AND OBLIVION: At camp 
EXOTIC COLLECTOR'S LIST 1-5: Received 
from Algernon Wasp when you trigger each 
stage of “Duchesses and Other Animals” 
EXPERIMENT NOTES 1-4: Found inside the 
|_cabin directly west of Van Horn, close to the 
railroad 

EXPLOSIVE SLUG PAMPHLET: Found in à 
chest right outside the burned down house 
of an alchemist, not far from the train tracks 
between Gaptooth Ridge and Cholla Springs: 
also sold by fences after you complete 

*A Short Walk in a Pretiy Town” 

EXPRESS EXPLOSIVE PAMPHLET: Given 
at the beginning of Chapter 2 

FAMILY DAGUERROTYPE: Found at 
Compson’s Stead during “The Iniquities of 
History — 1" 

FAMILY PHOTOGRAPH: Found under the 
floorboard inside the Old Hay Fen shack, 
just southeast of Braithwaite Manor 

FARM, FIELD AND FALCONRY: Obtained 
during "Idealism and Pragmatism — 

FIRE ARROW PAMPHLET: Given at the 
beginning of Chapter 2 

FIRE BOTTLE PAMPHLET: Given at the 
beginning of Chapter 2 

|_FIRST BANK ROBBERY NEWSPAPER 
SCRAP: At camp 

FLACO HERNANDEZ PHOTOGRAPH: 
Obtained during “The Noblest of Men, and 

a Woman 1" 

FRANCIS'S BUSINESS CARD: Given when 
vou trigger “Geology for Beginners” 

GET RICH QUICK: Purchased from Timothy 
Donahue, à special character in Saint Denis 
GOODBYE LETTER FROM MARY: Received 
at the end of "Goodbye, Dear Friend” 
(Chapter 6) 

GRAVE NEWSPAPER CLIPPING: Found 

on the table inside the Planters Baun cabin, 
steps away from the Delaced Grave 
|_GRAY FAMILY HISTORY LETTER: Found 
near the corpse of Tavish Gray. atthe back of 
|_the family's mansion 

HIGH STAKES TREASURE MAP 1-3: 


Received during the High Stakes treasure 
hunt 
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HOMING TOMAHAWK PAMPHLET: Found 
in a chest inside Flattened Cabin, south of 
Moonstone Pond; also sold by fences from 
Chapter 2 onward 

HOPES FOR THE FUTURE: Given by Dr 
Macintosh, a special character found in 
Annesburg 

HORSE MEAL PAMPHLET: Reward for 
completing Kieran's item request for burdock 
voot during Chapter 3; also sold by fences 
after you complete ”Pouring Forth Oi” 
HORSE OINTMENT PAMPHLET: Given at 
the beginning of Chapter 2 

HUNTING REQUEST 1-5: Found on notice 
boards when you meet the requirements for 
each of the five stages of “A Better World, 
A New Friend” 

IMPROVED ARROW PAMPHLET: Given 

at the beginning of Chapter 2 

IMPROVED THROWING KNIFE 
PAMPHLET: Given at the beginning of 
Chapter 2 

IMPROVED TOMAHAWK PAMPHLET: 
Given at the beginning of Chapter 2 
INCENDIARY BUCKSHOT PAMPHLET: 
Found beneath a floorboard inside the 
dilapidated cabin at Copperhead Landing 
also sold by fences after you complete 
“Pouring Forth Od” 

INVENTOR'S NOTE: Found during 

“A Bright Bouncing Boy — lll” 

INVENTOR'S PLAN: Found during 

“A Bright Bouncing Boy — II" 

INVITATION FROM FRANCIS SINCLAIR: 
Received after mailing the 10 rock carving 
locations 

INVITATION FROM JEREMY GILL: 
Received after mailing the 13 legendary fish 
INVITATION FROM MAYOR LEMIEUX: 
Received after completing “The Gilded Cage” 
INVITATION FROM MS. HOBBS: fleceived 
after you complete all five “hunting requests” 
JACK HALL GANG MAP 1-3: Received 
during the Jack Hall Gang treasure hunt 


JACK'S DRAWING: Reward for completing 
Jack's item request (Abigai's thimble) during 
Chapter 2 

JAIL LEDGER: On the sherifs desk inside 
the Valentine jail 

JEREMY'S BUSINESS CARD: Given when 
vou trigger ”A Fisher of Fish” 


JOURNAL: Available from the start 


KILLER CLUE PIECE 1-3: Obtained by 
completing the three “Murder Scene” 
chance encounters 

LE TRESOR DES MORTS MAP 1: Received 
during the Le Tresor des Morts treasure hunt 


LE TRESOR DES MORTS RIDDLE NOTE: 
Received during the Le Tresor des Morts 
treasure hunt 

LEDGER: Found at Compson's Stead during 
“The Iniquities of History” 

LEGENDARY ANIMAL MAP: Given during 
“Exit Pursued by a Bruised Ego” 
LEGENDARY FISH MAP: Obtained during 
TA Fisher of Fish” 

LEMOYNE RAIDERS LETTER: Can be 
looted from à Lemoyne Raiders body at their 
hideout or one of their camps 

LETTER FROM ‘CAROLINE : Obtained 
during “Dear Uncle Tacitus” 

LETTER FROM ABIGAIL: Found on a table 
inside your house at Pronghorn Ranch during 
“Motherhood” (Epilogue 1) 

LETTER FROM CHARLES CHÂTENAY. 
Received after completing “The Artist's 

Way IV” 

LETTER FROM CHARLOTTE: Obtained during 
the Wilard's Rest home robbery 

LETTER FROM CORNWALL KEROSENE & 
TAR: Found on the corpse at the foot ofthe 
oil derrick 

LETTER FROM DEBORAH MACGUINESS: 
Received after mailing all 30 dinosaur bone 


location coordinates as part of “A Test of 
Fai” 


LETTER FROM LENNY'S FATHER: At camp 


LETTER FROM MARY: Received during 
We Loved Once and True — 1” (Chapter 2) 


LETTER FROM MISS MARJORIE: Received 
after “The Smell of the Grease Paint — Il 

if you watch the live performance of Miss 
Marjorie and her troupe, then speak to the 
ticket taker 


LETTER FROM MR. PEARSON: Received 
after you visit Pearson in the Rhodes general 
store during or after the Epilogue 

LETTER FROM MR. PEARSON: Obtained 
during “Further Questions of Female 
Suffrage” 

LETTER FROM MS. HOBBS: Received if 
you complete the first four “hunting request” 
stages before the end of Chapter 6 

LETTER FROM PENELOPE: Received after 
you complete “The Course of True Love — 11” 
LETTER FROM SCRUFFERS & CO. 
PUBLISHERS: Looted trom rich, male 
Rhodes townsfolk 

LETTER FROM SCRUFFERS & CO. 
PUBLISHERS: Looted from male Saint Denis 
townsfolk 

LETTER FROM SCRUFFERS & CO. 


PUBLISHERS: Looted from rich, female 
Rhodes townsfolk 


RENI 


LETTER FROM ST. LUKE'S ACADEMY: 
Looted from workers at the Appleseed 
Timber Co event area 

LETTER FROM THE MAYOR'S OFFICE: 
Received after complting “Idealism and 
Pragmatism — II" 

LETTER FROM THEODORE LEVIN: 
Received after completing “The Noblest 
of Men, and a Woman —IV” 

LETTER FROM TILLY: Received during 
the Epilogue after you meet Tily 
LETTER OF TERMINATION: Found at 
Compson's Stead during “The Iniquities 
of History 11” 

LETTER TO ALFRED FROM ANNABEL: 
Looted from rich male Blackwater town 
LETTER TO ALFRED FROM MATILDA: 
Looted trom rich male Blackwater townslolk 


LETTER TO ANGELO BRONTE: Found on 
the desk rom which you retrieve the ledger 
during “The Gilded Cage” 

LETTER TO ANNETTE FROM CLAUDE: 
Found on the corpse outside the Robard 
Farm cabin, just north of Rhodes 

LETTER TO ANTHONY FROM DAD: Looted 
from a male tourist in or around. 

the Strawberry Welcome Center 

LETTER TO BRONTE FROM THE MAYOR: 
Found on the desk during “The Gilded Cage” 
LETTER TO BROTHER RODOLFO: Found 
on the corpse of the Jesuit missionary, on 
the east shore of the Sea of Coronado 
LETTER TO BUBBA FROM JILLIAN: Looted 
from Valentine stable workers 

LETTER TO CURTIS FROM M: Looted from 
the Valentine sheriff 

LETTER TO EDMUND FROM MOTHEI 
Found in the basement of Lucky's Cabin 
during “American Dreams” 

LETTER TO GARFIELD FROM MARTHA: 
Found on the corpse of a soldier tied toa tree 
at Bolger Glade 

LETTER TO GLEN AND EDDIE FROM 
MOMMA: Found in a drawer inside the 
Clawson’s Rest shack 

LETTER TO HENRIETTA DOUGLAS: Found 
in the lock box inside the abandoned mail 
wagon, southwest of Fort Wallace 

LETTER TO HERBERT FROM HERBERTA: 
Looted trom the Armadillo general store 
owner 

LETTER TO JACOB FROM FATHER: Looted 
from older male Blackwater townsfolk 


LETTER TO JIM FROM MILDRED: Found 
on the doorstep of the Lenora View cabin, 
north of Strawberry 
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LETTER TO JUDGE FINLEY: Found in the 
lock box inside the abandoned mail wagon, 
southwest of Fort Wallace 


LETTER TO MANDY: Looted from male 

Blackwater townstolk 

LETTER TO MARGARET FROM ARNOLD: 

Looted from rich, female Rhodes townsfolk 

LETTER TO MARTHA FROM GARFIELD: 

Found on the corpse inside Martha's Swain 

cabin 

LETTER TO MARTIN FROM FATHER: 

Looted from soldiers at Fort Wallace 

LETTER TO MAVIS FROM LARRY: Looted 

from the Tumbleweed general store owner 

LETTER TO MICAH FROM AMOS: At camp 

LETTER TO MIRIAM WEGNER: Found 

in the lock box inside the abandoned mail 

wagon, southwest of Fort Wallace 

LETTER TO MOMMA: Looted from à man 

in Armadillo 

LETTER TO MOTHER FROM MILES: Looted 

from older female Blackwater townstolk 

LETTER TO MR. COMPSON FROM COL. 

NIXON: Found at Compson's Stead during 
The Iniquities of History — |I 


LETTER TO NATE FROM MOMMA: Found 
in the Catfish Jacksons cabin 

LETTER TO NIGEL FROM TOM: Looted 
from a special character called "Gavin's 
friend” 

LETTER TO PA: Looted from any bank clerk 


LETTER TO PA: Looted from a rally member 
during any “Rally” chance encounter 
LETTER TO PROFESSOR SCHLIFFEN: 
Looted from à foreman — for example, the 
one at the Appleseed Timber Co event area 
LETTER TO THE DOCTOR FROM DONAL: 
Looted from the Valentine doctor 

LETTER TO THE EDITOR: Found in the 
basement of Lucky’s Cabin during “American 
Dreams” 


LETTER TO THE GOVERNOR: Loot item on 
the Wapiti official, Mr Pattison 

LETTER TO THE SAINT DENIS TIMES 
TRIBUNE: Found in the lock box inside the 
abandoned mail wagon, southwest of Fort 
Wallace 

LETTER TO TOM FROM COLM: Looted 
from the final 0'Driscoll during ”Mrs Sadie 
Adler, Widow — 11” 

LETTER TO UNCLE LEWIS FROM ELIJAH: 
Found on the corpse of a runaway slave, on 
the shore southwest of Shady Belle 

LETTER TO WILLIAM ERRINGTON: Found 
in the lock box inside the abandoned mail 
wagon, southwest of Fart Wallace 


LETTER TO ZHOU Yl FROM ZHOU 
WEI: Found on the corpse of a aveler at 
an abandoned campsite surrounded by 
cactuses, east of Armadillo 

LIST OF ACCOUNTS: Found in Bronte’s 
Mansion 

LIST OF DEBTORS 1-6: Given by Strauss 
during the “Money Lending and Other Sins” 
mission strand 

LOST LETTER TO BONNIE: Looted from 
the corpse in the “Washed Ashore” chance 
encounter 

MARY-BETH'S NOTEBOOK: At camp 


MEETING NOTES: Looted from a rally 
member during any “Rally” chance encounter 
MENDED MAP: Obtained by combining the 
two torn treasure maps, 

MICAH NEWSPAPER SCRAP: Found 


in Micah’s camp after completing ”An 
American Pastoral Scene” 


MINE SHARE: In Trelawny's caravan during 


“Magicians for Sport” 
MINING COMPANY LETTER TO 
CORNWALL: On the desk in Comwall's 
private train carriage during “Who Is 
Levitieus Cornwali?” 

MISSING PERSON POSTER: Found outside 
the Van Horn saloon and referred to in an 
ambient camp conversation 


MOLLY'S POEM: At camp 


|_MURFREE BROOD PRISONER'S NOTE: 
|_Looted from the corpse of a victim of the 


Murfrees 


|_MURFREE BROOD RANSOM NOTE: Looted 


from the corpse of a victim of the Murfrees. 
MYSTERIOUS SERMON: Found on the desk 
inside Hani's Bethel 

NEW ENGLAND EXAMINER SCRAP: At 
camp 

NEW HANOVER GAZETTE NO. 27- 


40: Purchased from a newspaper boy in 
Annesburg or Valentine 


NEWSPAPER SCRAP: Found inside the Old 
Harry Fen shack 


NIGHT FOLK VICTIM'S NOTE: Looted from 
the corpse of a victim of the Night Folk 


NIGHT FOLK WAGERER'S NOTE: Looted 
from the corpse of a victim of the Night Folk 


NOTE FROM JIM: Found on the doorstep of 


|_the Lenora View cabin, north of Strawberry 


NOTE FROM RANCE: Found at Compson's 
Stead during “The Iniquities of History — II” 
NOTE FROM ROBERT ELLIOT PATCHEN: 
Found underneath the Nevada hat, behind 
the waterfal at Granite Pass, 


NOTE FROM THE SCULPTOR: Found on the 
corpse of the sculptor who hung himself at 
the Face in Clif site; shoot the rope to make 
the body fall 

NOTE TO JEREMIAH FROM BILL: Found 
at Compson’s Stead during “The Iniquities 
of History — II” 

NOTE TO MA: Looted from self-appointed 
“law” thugs in Van Hom 

NOTE TO MOTHER: Looted from older, ich 
female Saint Denis townsfolk 

OIL COMPANY LETTER TO CORNWALL: 
On a table close to the door in Cornwall's 
private train carriage during “Who Is 
Leviticus Cornwall?” 

OTIS MILLER AND THE ARABIAN 
PRINCE: Clawson’s Rest, on a nightstand in 
the shack 

OTIS MILLER AND THE BLACK-HEARTED 
LADY: Osman Grove, on a nightstand in the 
shack 

OTIS MILLER AND THE BOY FROM 

NEW YORK: Pleasance, on a table in the 
abandoned schoolhouse 

PENELOPE'S LETTER: Obtained during 
“The Course of True Love — II” 

PHINEAS'S BUSINESS CARD: Given when 
vou trigger “Smoking and Other Hobbies” 
PIECED TOGETHER MAP: Obtained by 
completing the three “Murder Scene 
chance encounters 

POISON ARROW PAMPHLET: Found in a 
chest just outside the Mysterious Hill Home, 
northeast of Bacchus Station; also sold by 
fences from chapter 2 onward 

POISON THROWING KNIFE PAMPHLET: 
Found beneath a floorboard in an oblong shack 
to the northeast of Saint Denis: also sold by 
fences after you complete “Pouring Forth Oil” 
POTENT HERBIVORE BAIT PAMPHLET: 
Given at the beginning of Chapter 2 
POTENT PREDATOR BAIT PAMPHLET: 
Given at the beginning of Chapter 2 
PROPERTY DEED: Looted from the goons 
during the second stage of the Central Union 
Rairoad Camp event area 

RAMBLES THROUGH WOODS AND 
PLAINS: At camp 

SAINT DENIS TIMES NO. 43-56; 
Purchased from à newspaper boy in Saint 


{_Denis or Rhodes 


SECOND INVITATION FROM MAYOR 
LEMIEUX: Received after completing 
“Idealism and Pragmatism —I” 

SECOND LETTER FROM MARY: Received 
during Chapter 4 

SHOPPING LIST: Obtained during 
“Further Questions of Female Suffrage” 
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SLIM GRANT PHOTOGRAPH: Obtained 
during “The Noblest of Men, and a Woman 
ur 


SMALL GAME ARROW PAMPHLET: Given, 
at the beginning of Chapter 2 


SON'S DRAWING: Looted from the Rhodes 
gunsmith 


SPECIAL BITTERS PAMPHLET: Found in a 
chest among the crates scattered across the 
ground just south of Owanjjla Dam; also sold 
by fences from Chapter 2 onward 


SPECIAL HEALTH CURE PAMPHLET: 
Found in a chest on the Face in Cliffs 
scaffolding, north of Moonstone Pond: 
reward for completing “No Good Deed”; also 
sold by fences after you complete “American, 
Distllation” 


SPECIAL HORSE MEDICINE PAMPHLET: 
Found in a chest in the southeast corner 

of Fort Brennand, to the southwest of Van 
Hom; also sold by fences after you complete 
“Pouring Forth Ol” 


SPECIAL HORSE REVIVER PAMPHLET: 
Found inside a tree stump east of Mattock 
Pond, halfway up to Hill Haven Ranch; also 
sold by fences after you complete “American 
Distilation” 


SPECIAL HORSE STIMULANT PAMPHLET: 
Found in à chest under the desk in the 
southermost building of the bumed down 
settlement, to the southwest of Horseshoe 
Overlook; also sold by fences after you 
complete “Pouring Forth Oil” 


SPECIAL SNAKE OIL PAMPHLET: Found 
beneath a floorboard, in the small shack right 
by the train tracks, on the east side of Eris 
Field; also sold by fences after you complete 
“American Distilation” 


SPECIAL TONIC PAMPHLET: Found in a. 
chest by a bloodstained tent on the rocky 
plateau northwest of Mount Shann, close to 


|_the idgeline: also sold by fences after you 


complete “A Short Walk in a Pretty Town” 
SPLIT POINT PAMPHLET: Given at the 
beginning of Chapter 2 


SUFFRAGETTE PAMPHLET: Given by 
Dorothea Wicklow, a special character in 
Saint Denis 


TELEGRAM FROM SADIE: Received during 
“Motherhood” 


TELEGRAM TO POLICE CHIEF LAMBERT: 
Found on the desk in Bronte's office 


THE AMERICAN INFERNO: At camp 


THE CASE OF THE DECEITFUL GERMAN: 
Atcamp 


THE CASE OF THE SHREW IN THE FOG: 


|_On a coffee table inside à house northwest 


of Saint Denis 
THE CASTLE ABOVE THE GLEN: At camp 
THE CASTLE ABOVE THE MOOR: At camp. 


THE CASTLE IN THE FIELD OF LAVENDER: 
At camp 


THE LADY OF THE MANOR: Given by Mary- 
Beth during the Epilogue 


RED DEAD 
REDEMPTIEN. 


TORN TREASURE MAP 1 & 2: Found in a, 
drawer inside the cabin of the hermit woman 
near the source of Little Creek River, and the 
hermit at Manito Glade, north of Annesburg 


TRUE TALES OF FRANK HECK, NO. 102: 
Lake Don Julio, on a nightstand in the shack 


UNFINISHED LETTER: Looted during a 
“Dead Bodies” chance encounter 


VOLATILE DYNAMITE PAMPHLET: Found 
at Hani's Bethel, in a chest beneath a broken 
wagon just north ofthe small pond; also. 
sold by fences after you complete “American 
Distillation” 


VOLATILE FIRE BOTTLE PAMPHLET: 
Found in a chest at an abandoned campsite 
in the burned down forest, northwest of 
Horseshoe Overlook: also sold by fences after 
you complete “Pouring Forth Oil” 
WATSON'S SCRAPBOOK PAGE: Found on 
the kitchen table during the final possible 
stage of the Watson’s Cabin home robbery 
WEDDING CERTIFICATE: Found in the 
loot box on a crashed wagon at the base 
ofthe Monto's Rest lff, just northeast of 
Strawberry 
WILD MAN'S JOURNAL: Follow the Wild 
Man from his chance encounter on three 
different occasions 


WILD WEST HEROES, NO. 132: Downes 
Ranch, on a nightstand in the house 


WOLVES PHOTOGRAPH: Received during 
“Arcadia for Amateurs — II” 


YOUNG MARY é ARTHUR PHOTOGRAPH: 
Received at camp after “Visiting Hours” 


|_ZOOLOGICAL COMPENDIUM: At camp 
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Ledger Ho. 65 R | Blackwater Ledger No, 75 5 I } 
Copolets The Joys Complete Tie en 
of Clair Landoening Cases Voleüle_ | Valse Dyoamste | AtHan’'s Bethel. in a chest beneath a broken wagon just nath thesmal__| Dynamite (xl; Animal Fat et: Any À 
Saint Denis Times No. 47 Saint Denis Times No. 54 | Gj Dynamite | Pamphiet pond; also sold by onces after you complete “American Distilation Hgh Velocity Cartndge (xl) | \FTING 
Bachpater Ledger No, 87 | conpiets“Urtan || Blachter Ledger No JA, | complete “Unde's Bad. | il 
46 | NewWanoverGueneo.32 | Gomon 113 | NewianoverGarueo.a9 | Comp 
Sa bais Times Ne A8 | 6 Dais Times No 35 wl | enne | Frrbee Te Gara om Kartuch Bouba. 
il denn Pamphlet ut an agung of Chapter or Fine Brandy (1); Animal Fat (xl) 
Bichater Ledger No, 88, compiste “Dear nc achat Ledger No TS, | Complete “Ameran | d 
«7 | ewianoverGazmeno.33 | Coole sie | NewianoverGazmue no a0 | Gonoit | 
Saint Doris Times No.48 n (Saint Dans Times No. 55 | Kr vere | venen {ma chest in an abandoned camps in ha bored doon lest ortwestof. | aanstins vj Arima Fat bl 
ka 


Homiag 
Fe EEEN mac me tine Gansu ol Maasen Fan asl, Toten (xl Ovd Feather) 
IKE br, es rom Chapter 2 onward 
Improved | improved 3 
8 Teondeg_| Throwing Kite _ | Gwen at he beginning ol Chapter 2 Towing Koi 1: Engl Footer of 
8 Kalle _| Pamphlet Haak Feather 2) 
EN morres | Ineroed omaha et: Eacle Feather or 
sr Re ven at the beginning of Chapter 2 ir hed 
@ ee Poison Throwing _ | Hidden beneath a floorboard in an oblong shack to the northeast of Saint Throwing Knie (x]: Oleander 
OD eeen | iteranniet | Deme soo sald by encenafte vo camltePouig Fat Of Sole 
O4] tPoint | Spht Point Erna hoa ol ester Hunting Knife; any Regular Carvidge 
sf uidge | Pampet gining ol Chap 1) lexept shotgun) 


CRAFTING 


ĳ Explosive | Espress Explosive ns ’ Any Express Cartridge (xl) lexcopt 
8 É he BEE ned ennen EREA 
ermee | } + ad 
EE 
Grafting is the process of creating an object by combining ingredients, | Crafting often requires a recipe pamphlet. You will find details on the KR see Landing, azo sad by enoes afer you complete “Pour Fr ÖI Moonsline hx) 
or by supplying necessary materials to an appropriate party who willdo_ | availabilty of each of these documents in the tables that follow. lk net En - 
a chest ht outside the burmad dou house of an alchemist nat tram | E | 
the work for you a PE 5 b Shogun Shet Slug ;Ainal 
s se ve he vain tracks between Gaptaath Ridge and Chol Springs also sold by ĳ 
As for the ingredients used in each recipe, sourcing them depends on d Sag | Pamphiet boerke pep ehnglened, Fahd) ij 


You can craft items yourself which is the topic of this section. Certain 
shops also offer specifi crafting services: fences (see page 326), the 
vrapper (see page 328), and Pearson (see page 143). 


You have access to two crafting methods 


ie @/ Potent 
* Crafting Tools enable you to create tems on the go. Hold D/O | orinstance).colected trom Arthur's wagon at camp, looted Horse | - Ginseng ox Common Burst) 
bale ge les a © en De peen hele from bodies, or purchased from gunsmiths and general stores Medicine En i| 
interface by selecting the crafing tools in the bottom slot of your | (soe page 246, CT 
speci pecal Horse 
item wheel. With this method, you can make both hunting items and | En Horse | Medcne pr re eee eigende ine ha tert ehe dee 
improved ammunition or thrown weapons. * Provisions are collected in the wilderness (see page 303). Medicine | Pamphlet d ach ies 
available for free as camp supplies (see page 143), or purchased B 
* Campfires can be set up virtually anywhere in the world outside of |__ (som general stores (see hage 129) en (see poot 326) Ln Idle ne 
towns. To set up camp, rest by holding @/ then press the same Es ever Pamphlet | also sold by fences after you complete “American Distilalon’ ushroom ie 
button again, or select the camp option in the bottom slat of your Potent 
item wheel. From campfires, ou have access to additional recipes to se Sage (x1) Common Bulkush (x) 


create tonics, horse care items, and to cook. 


what category they belong to: 
«A 


al parts are obtained by hunting: see page 147 onward 
% Fish meat is acquired by fishing (see page 163) 


* Ammunition can either be found (at abandoned campsites. 
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tem 


RECIPE 


Plet PAMPHLET AVAILABILITY 


INGREDIENTS 


CAMPFIRE CRAFTING RECIPES (CONTINUED) 


RED DEAD 
REDEMPTIEN. 


RECIPE 
PAMPHLET 


PAMPHLET AVAILABILITY 


INGREDIENTS 


COOKING 


Prime Beef Joint 


Mature Venison 


Bison, Bul Cow, Ox 


Buck. Deer Ek, Moose. Pronghom 


Plain Prime Beel 


Plain Venison 


Thyme Prime Beel 


Thyme Venison 


Oregano Prime Beel 


Oregano Venison | 


Miny Prime Beel 


Miny Venisan | 


BEE) Tender Pork Loi | oor. Poccany. Pig, Pain Pk Tyme Pak Orogano Park Miny Pork 
@. edn Pickrel Perch Chain Pichrel. Rock | 
CRN Fakyrah | Boss Muske, lake Sturgeon Norhem Pie PainfiakyFish | Tyme Fly Fish | Oregano Flaky Fish |_Miy Faky Fish || 
ed Largemouth Bass. Smallmouth Bass | | 
| | 
BE Sueeutent Fish | sockoye Satan, Stcohead Tout Plain Sucuten Fin | Tomei | Organ Somtnt |_ Miny Socient 


mn, Exotic Bird 


Parakeet, Paro, Pelican 


Aligator. Bear. Cougar, Panther, Wolf 


Pain Exotic Bird 


Plain Big Game 


Tiyme Exotic Bird 


|_Tmyme Big Game 


Oregano Eeotie Bird, 


Ogar Big Game | 


BE | 


L 


Minty Exotic Bird 


Miny Big Game 


JE os 


En zm | PAER 
B specel | secarose | machestunder the desk in the southeenmostbidig of the bumed don EE EE, 
ES bose | Suman setdement, to the southwest ol Harseshoe Overlook also sold bylences after | Sage ZY Corman Burst 12 MISSIONS 
EN stimoian | Pamptie vou complete “Pounng Forth Oi id The process of cooking is almost identical to that of crafting, though it | of a meal — in other words, what percentage of your attribute cores | exp onarion 
en always requires a campfire, will be replenished by eating it. For most meats, you can optionally 
ES onomenr | Pangil | Gvenattebegiming of Cape 2 vere rpemen n add one —and only one — of three seasoning herbs to a recipe. These | ATLAS 
All recipes are available from the beginning of the adventure. With the | make dishes even more potent: creeping thyme, oregano and wild | wEAPoNs 
Horse meat | Horse Meal reward for compleing Keran's item request lor burdock rot during Chapter | curanL 43 Beets (3 Hay 3) exception of coffee, which is made from ground coffee, they all require | mint increase the recovery of the Dead Eye, stamina and health cores 
Pamphlet 3: also sold by fences after you complete “Pouring Forth Ou” anniek — which d y through hunt 147) by 25% tivel 
p yv p Ì meat — which is acquired primarily through hunting (see page 147). y 25% respectively 
ĳ EXTRAS 
ê he eld - Ginseng (xt): Yarrow xt) The nature of the meat used determines the restorative properties | You can study parameters for all possible cooked meals on page 307. INDEX 
po 5 Ina ches on the Fac in C's scafoing, north of Moonstone Pond reward | 
ER Specht | Specalneann tn Ì wf of Moonctane Pand Ginseng (2E Yarow GI English 
BM venae | Croramenir | lercampleing Na Good Deed; lo sold by lenoes after you complete Maar ot Mee be) EERE consumasLes 
If EE Base ; CookED on ITs WITH wrs — INR 
ci NN sene INGREDIENT vo own onEGANO | wiLoMinT 
| Bitters Sage (x1}; Burdock Root xl | | EouIPMENT 
E E l pn ‘Armadito, Badger. Bat, Beaver, Chipmunk | 
vaLvaaLss. 
pe Special__| SpecalBiters _ | Ina chest among the crates scattered across the ground just south of Owanjla | Sage WZ); Burdock Root ZY; Violet DR steerer | Corte, Mika Opo, Raczoon, Rat. |_ Pin Sttngy Met Man-Seasonable | 
ER Oes | Pamm Dam also sad by fences fram Chapter 2 onward Snowdrep ar Wild Fevertew (2) tak, Saale, Squad DOCUMENTS 
7 Í & 
Poent Bluegil. Blhead Catfish, Channel Catfish 5 
ON seh Indian Tobacco (1 S Ka Grt Fat Han-Saasonable 
N Dn Hidden beneath Hoorbeard. 1 the smal shack nght by the waan tracks. on sop UISTS 6 
É Snel, | Spechalsnake Ol | ie eos de ot ris Feld also sold by lences ater ou complete “American | dan Tobacco DZT Curamt or Prine En | | arme 
z p Oistilation ad BRK Herrie Meat | Frog. Gia Monster, Iguana, Toad, Tura Plain Horto. Non-Saasanablo | 
Potent - = | 
Indian Tobscco (ad) Ginseng (d } 
Miracle Perren | Wanwing, Cardinal Blue Jay Condoc Comorant | 
Tonie | | Grow, Engl gr Hawa, Heron Loon, Ono. | 
el UE Arde bene genen ant 6) arrow bl: Burdoek | ett ER ik Sngbed Spero Voku eren en 
cle | Spec To Shann, case to the ridgelne: also sold by lences afer you compete "A Short | Göantl6r Yarow fi: Bur rn een 
Tanie__| Pamohle Walk a Praty Toa male en 
Kf) eerst | goose | cnenatmetegino tapt? tl SS Ken Plain Game ThynoGame | OreganoGano | MintyGame 
2 Kkket Pain Mutan Thyme Muton__|_ Oregano Mutton_|__ Miny Muton 
RJ Plampeid | Chicken. Goese Turkey Rooster Plain Plomp Bird_|_Thyme Plamp Bid | Oregano Plump Bird |_ Miny Plump Bid 
A EREN Plain Custacean | Thyme Crustaccan | Oregano Crustacean | Minty Crustacoan || 
Pe | 
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SHOP LISTS & SHOP CRAFTING man ane enarms 


| TEM PRICE UNLOCK CONDITION 


TE PRICE 
AMMUNTION en 
In this seeton you wil id lit of everylhing sld in sores as well as the caltúng | Note that pices show Cn EE eemead Complete “Taart Bound” (Chapter 1) 
opportunities these bus er Teo gep oli are grmiis wch | morbealeel by Agee | EE Missions 
be ard te Wanpont cage pa ZI) En == nn Penns perLonarian 
3 ad Esprens sn L__ (Lig velo kad p 
5 mn man EN El | GaridenH | sooo | comptes bondt) ad 
MEANING Shetgun — Slug GER = Ì = - WEAPONS 
| WENS || BLACKWATER ONLY en 
| 5 
beke nn | Exrmas 
Fr Í ee Ae dl Dnde f WEAPONS BE: 
le Tu pd ot Or | Elei ee poe 
Ì Doctor Schofield Revaver | S6L0 | Campee“Bessed ar the Mee” (Chapter 2 
Fence 
CLOTHING consumasLes 
Ganerl Store l su general ores also sel vancus clothes and assorted accessories, wit he tbl exception of those n Saint Den and Blackwater var a roots 
aen | for most tems. ou can choose among a number of textures to buy These affect tho color of the dla, but may also change the type of fabric Rr 
Horse Fanco kc À ALL GENERAL STORES (EXCEPT SAINT DENIS AND BLACKWATER) varvaaLss. 
re, cd d, se ò | TEM PRICE | TEXTURES 5 TEM EKEREN) | vocomens 
® mm Of voors GvS PATS CONTINUED) eeen 
4 Wrs hagen Baas us | Goe IE: Town Pas EE il 
| ET TEI Tig En iss 00 caorano 
3 L Steed Rang Boos Creaky Ger HE] anc Pans 8525 Or 
ae me EL snap LTS 6 
h l Soermmars Bo T Tie El EE er) | 
I Pracht Bonte Pama ha IE cor 000 ° 
í Pacha Pide Boot Suter hat EE ern Ove 075 D 
Wernars Boots Mary Scout Ht Tam rech res Sit worse 
Qvchdrom Bees | Prormaven hat Lens [ gand-Caltar Overtir EEN D 
Í Detus ich Bon Bg Valley 41025 Uri Suit EE D 
7 Pied chro Boos [worn Fn op ET seus 
í eenden Bots Wester Het EL Gaden Spurs Tes 7 
[a SHOP LOCATIONS el Oi West Boots 1 [ern Cory vac ET [ouden mider Sport EEN NE 
Grader Baas Botdogge Ha $050 Gerden Delne Spurt sua [7 
'E zi Caan Beos jl | paragen ton Ht ss Koeler Spurs EE 5 
Cai Prechar's Boots Hin Cron Bowie Hat EEEN Kaele Rider Spurt 4025 0 
Eng Pacers Bao | {Lag co mat Laszs ‘Stenge Spurs mas fs 
Cac Roger boor ES 5150 ‘Stenge Dela Spor mso [6 
GENERAL STORES Worung Fene Boos | | note oer hat EE Western fider Spurs EE D 
Detue Relentless Boets Festa oss [sao Western Deluse Spurs 31625 5 
Dey et 150 vagwero Spurs eas |_——s 
General stavos ar the most common shops you willencourer throughout he world Avital in mast owas. they oer a wide range of ble EI ee Eens DE Bae 
cos PANTS enter Suspenders EE E 
ALL GENERAL STORES es Doren Cost 1 || werkne CERN me enter Spender ss | 
1d at EI ET nn zi 5 
AMMUNITION. PROVISIONS (CONTINUED) PRO (CONTINUED) Gneis Frock Cmt ENE (EEN Je rn 
5 Sent Jacht EI ‘Sade War Ps EE 1 | [rater ven END 
rama EE Bata Bears si Gearma Ram EE] ee JI Tjee EE mn CT En ï 
Pistol Carvidges — Rogular san Bread Rol | soa Kentuchy Bourbon 5175 tet ed DE | radriona E E 
apar Caridger Regular suo Cande sao Een EE Shemen Cost 5 || Gerdes EEL | ge 
evolve Caries Regular SL Canned Aprica 075 EE BEET Ram achet sel 8 Cute Town Pats en | [EE 
Pe Cartridges Regular [___s (Canned Corne Beet sis D= E dl x 
en a EE] ne oer Dam: DE Premium Gigan | VALENTINE ONLY VALENTINE & TUMBLEWEED ONLY 
Shotgun Snels Ragular sto Canned Pusches sm Ltd AE 
KT Canned Peas 075 Ee Jzn OUTFITS PRICE AVAILABILITY | 
BE Canned Prneapples EE Satted Beel The Valentine [snaas | ‘Honor Rank 3 || ([ShoegunChape — | 51325 T 5 | 
HE Canned Salman «a Tender Pork Loin EE The Vaguero [3550 sj Fringed Shotgun Chaps $1200 EI 
GE ‘Connes Sraberies |__sa Tonies The Deur Creek GEEN Honor Bart 3 
Hai Pomade $150 Canned Saetcor [sr Baer: Te Cimaat zen STRAWBERRY ONLY 
Ha Tonic ss Cart EE Chewing Tocco E OUTEITS Pace Ty AVAILAGILTY 
atie 22 Cheese Wedge GE Cocaine Cam RHODES ONLY | The Cumberland $10575 Hana Fark 3 
TEE on Ee 8 ern Media ne The Faukton saes0 nar Aar 
ve Wm gets 5 ee 0 kelen 5 
Foeke Wc $1550 Cuesi Ontaker EE ee ee + Wagt Gates Ja] se T LEbe Dole El 
are Staan wos 
EN em EEn ES T î WALLACE STATION ONLY 
‘PROVISIONS Cracker: [sm re } Ei ie zn Dj 
prs IC En Tso Prent Hor Medere 1 ours LAB! 
AN 5e d5 7 tst re Simla Te Cheer: EE Var Bank anr Bak 
Assorted Salted Offal si Ground Collee sio Snake Ou 30 eeen EE] 1 
= The Gamer sas Varen Bank 5 var Bank 5 
erf Mer Tea EEN En Eel 
hie campari acviy whe au go fing wi Jair in Chapter em he : e 
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GENERAL STORES (CONTINUED) 


BARBERS 


You can ind barber m Valente. Saint Denis, and Bachuaster They can trim and style 
CLOTHING (CONTINUED) — — — —————— | tanden oe ú 
TUMBLEWEED ONLY _ _ BARBER SERVICES E: 
3 OUTFIS PRICE AVAILABLITY 
Te Cowpuncher sus) err Rat Pamade E s10 CHN SES 
me Tumbiewaed 0025 Tau Doubie Fort Can 
The Drifter $8875 Honor Rank 6 | $100 || Natural 
ARMADILLO ONLY EE 
ZEN : 025 || mert 
OUTrITS PRICE AVALABLITY ET Eat 
[me Budoger 7350 | ano Fant 3 en Dn 5 
The Ranch Hand 36575 oel = and 
Ta Serpper EEN arr nké rou rame 
Te Arma El 5 rr ananas p= 
Midde Parted E 
dd Pra ade 
gn Pand 
BUTCHERS gh Parted Fe Fahd Dtcrman 


Butchers can be found in Valentine, Strawberry. Rhodes. Saint Denis, Blackwater and 
Tomblewoed. They soll animal cuts, which are used in many rocipes. They walt also 
buy the parts and carcassas you obtain wie hunting. Tis can be a valuable source 
of income, particularly when you are seling low-qualy parts acquired with relative 
gase on your wavels. Animal pars in perfect condition are required for various crafting. 
purposes, a be sure that you have exhausted al available opportunities with Pearson. 
and the rapper before you sol such items. 


BUTCHER PRODUCTS 


Soled Beel 


Salad Venen sao 
Mature Verizon Meat 5550 
Prime Boe Joint 5550 


Tender Pork Lain 1550 


____sotsvanssnus 
Oundreory Sidebars | 
Maters 3050 | Eer Caan Shaven” 


Only avanlabie after compietng A fine Nige ot Debauchery”‚n Cha 


FENCES 


Fences offer their wares and will purchase your l-gotten goods after you complete 
Tho Spines of America” during Chaptor 2. In addiuon to the stock ist dtallod in tho 
accompanying table, hore aro also the flowing two special services 


FENCE SHOP LIST 


«The wagon fence at Emerald Ranch ss unlacked lang vat the other ences When 
you deliver stalen coach, tho barn wal open ts doors fori and you will receive à 


och of Clemens Point becomes available after you complete 
during Chapter 3 You can deler legalhy-sourced mounts 


Tho horse fence just 
Horse Flesh or Dian 
here for cash payments. 


Tpnice NLOCIK CONDITION ren PRICE NLOCK CONDITION 
WEAPONS oocuwenis CanTmueD 

Draaie SL Cie be Heli al ii | Spec ra Ot Pab] Sns | Camp ‘Anercan Dain” (apie 

EE Spaai Pamptiet_| EED | Coleta “A ar Waki Pay Tan” Oper 

Fire Bottle $075 | Complete “The Fine Joys ol Tobacco” (Chapter 3 Horse Meal Pamphiet $5500 | Complete “Pourng Fath OT (Chapter 2) de ||| 

Throwing Knife $250 | Complete “Paying a Social Call” (Chapter 2) Volatihe Dynamite Pamphilat | $7800 | Complete “American Dstikation” (Chapter 3 

onse 840 | Complet “Amercana at en TChapler 2 edad spo | conglee-Purg fat (Chap 
POUMENTS = Hou do ot ba he beam map Fom Marino Tie 

opa Ar Pamgie [s85 0] anger tin Prey oor apr || tecta Mant | 5100 | age 4 

gn Ster eam Baetens le oane are mn oc 

enge sooo | copieer Sund Capt En sn | tg | 

banen Baeke mplete “Pouring Forth Oi” (Chapter Ld 

maden sena | const “Pur Fath Ar Canter 

Plan Aram Papes | Cogletatawart Bind” Cagta 1 


Poison Throwing Kie 
Pam 


soo| coen 
EET ETTEN 


role 


‘8500 | compete -Pouing For Os (Craper 2) 


8500 | compete “American Disiation” (Chapter 3) 


Ea 0500 | compete “Pourng Fors Os” (Crater 21 


Special Bers Pamghiet_ | 55500 | Complete “Eastward Bound” (Chagte 1} 


Bison Hoe Talen 


War ard Gi Jd 
or Toon 


ratng Verga OT 
Brace Legendary 


man | sas | Geiger han Bae ar nk ged 
Spec Heal Cor 
SjjealGore | soos | congleteAmeiean Detty) | eere so | Gr Cr Ci Pete We Lr 


Cratng:Analone She Fragment Ser arne 
S0050 | (sgendy Bean Hoen = 


SpecT Mace Tonie 


eel 6850 | Compiete A Short Walk in Prey Tour” (Chapter 3) 


Raven Claw Tasman __ | S2000| Calon: O4 


es Compass 
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FENCE SHOP LIST (CONTINUED) 


RENI 


KIT (CONTINUED) 


Beer Taat raket SIE] Catng Legendary Bomer Too _ 
| raak Bison Han 1675 | Crateng Legendary atanta Bon Hom | ante Beans IEI 

Buck Ate riekt S2Z00 | Catng Legendary Bek Ander Cannes Paar |so7s 

Cougar Fang Tinker | S2050 | Caeng Legendary Goga Fang Moorse 225 

‘Coyote Fang Tik  Gatig Legendan Coyote ang ZEN SATCHELS 

EA Triket [ Oateng Legendary En Anier Tonies Satchel [zooo [ Epdoga toma 

fer Cam Toor saas0 | Caring Legenda Fax Cam Eptogot 1 onward 

Las Paw Tmatet | s1975 | Craeng Loo's Paw Epiogor 1 onward 

Moose Ante inket_| $1900 | Cating Legenden Moss Ander | | Prisins Suche | Eplogoe 1 onnard 5 

Panters Eye rihet_—| s250 | Cateng Legendary Panter ye —— Matras Sache Eplogat 1 ommard E 

Proghom Ante Vrik_|$28 50 | Catung Legear Program Anier [atttes suche | Eplogot 1 onward 

Ram Hom mtr | 51750 | Catng Legendr Fam han Lopend of de NE, 

Wol heart Tinker | s160 | Catang Legenden Wil Hea || Etc 

MASIS | WEAFONS | 

EE [ 

Camer Sack Hood | 00 

en 1000 | compete “Dear nc Tactus (Chapter 5) 


STABLES 


Stabies ofer a wade range of horse-elated items and sermees Yau can also stop at à 
table to switch to a different mount when you own more than one, to renamo thom, or 
to retrieve a lost saddle or your main horse fl tis lar away 


Ori maaie you oer aloe sacho 


__DOCTORS 


There are two doet £ world: one in Valentine and one in S 
All of tho supplies hoy sel are unlocked from tho start 


nt Denis 


STABLE ITEMS & SERVICES DOCTOR ITEMS 
PROUSINS | seonouis h nenEor cue conmauc 
EE an zn) | (Gee HO) ramen EET 
ee Den. SOS TME | |F 83 reau oi BE 
ZE Padd ed [EZ | (fer heet Emm 
Cele Too) | [Frar Sumar ERE EE 
er DAMES eis Core Ha) [Madeloie —L 
(Pont er eine 
sed Prent re Sman | 400) 0 
(Fant Hesi Cure EE) 
tous = 
ane Meden rale on he vti de alge 
Eelen oet bari mi in ein Das fy 
ame Stemat 
Poten re Meene 
Poten Here Samten 
SE 7 
aag tt 
Reteung Horse BAIT & TACKLE 
sonus" 
ad ie ve TE SANO Te Bat and Tachie shopis a nique stre found in Lg, om the swamp‘ ost tor 
ee | | | eas randien vea  en 
NE n 
mi Ranch Cute groe | 57500) | | AD TACK 
Knetier Dakota (Stach) soo | EN | Pr 
Koser Dato Ongrowt) {57200 | PROVSONS 
Sanger Raging tach) == Lj = 
rn Rega 1-17 | TONES | 
esn | Phr 1-17 zalf | 
‘Lueiey McCleland (Stack) 
Lamiey MeCieland mgr) re 
Geren Voer (Sch) SL mr 8 
Geren Vaer (impro) {50500 
Ez Hoan 
Maple ‘Duck B Hom sz | AT 
Pine Daly’ Hon nn Oee hen CT En E 
ih ma He Pre Bat EL 
Emi maf ls EEKE 
as Eagle Hom Liere ENETENCrTEN 
| Aspen “Duck B Horn EL Dn River Lure | Complete “A Fisher of Men” (Chapter 2) 
TT ECE Sung La Campkete A Fiter of Men Crater 2) 
[ae aman — [ses] B | meen en TE 
Sel "Daz Cors Ham | s157S | Eerd 
Steek B | oem TEE) 
args elst te | ome s0as | campari ot Mar Chap) 
Phodangian Sdeminde in | sis) (teeth | spa ante | 00] Tar Ae alat Stange 
| maple Torquemada” Hom SU Vi, En Special River Lure | 2000 | Tigger “A Fisher of Fa” (Sanger Wisin) 


| special Samp Lure | $2000 | Tngger "A Fisher of Fish” (Sanger Missen) 


PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 
WEAPONS 
meus 
EXTRAS 
INDEX 


CONSUMABLES 
Kar 4 rooLs 
EQUIPMENT 
vaLvAaLES. 
DOCUMENTS 
CRAFTING 
cookina 


SHOP LISTS 6 
CRAFTING 


TAILORS 


There are two talos in the game wrd: one in Saint Denis and anatherin Blackwater These give you accoss to a vast selection of clothes, all available im 


enable you to choose pieces from your personal wardrobe, an 


TAILORS 


nd to decide which outfits you store on your saddle 


etcly Tailor also 


CEE rem PRICE | TExTURES rem PRICE | TEXTURES 
vaars zl HAISCOMED | sumscommen | 
| Riding Boots $1625 Stalker Hat 51450 E French Dress Shirt 1075 8 
steed ding Boor sus [[seovepioe top ta EEN Stad-Colsr Oversin Lao} 
amado Beos EE amy Sive lap Ha EEEN | EEND 
Sporama's Son 2100 | Fama scoa nat D KEES 
Baran Low Soes SS rtoniatin ia 0 |t LEET 
Ens Lams | [iere |T En mes me | 
Wingup Geiters 5200 | | [worm a C E ‘Cavalry Gloves $1250 0 
Preachers Pride are EE Fratcap | rarr EN 
Weka s Bots sean Weer a a [oere CEN 
Owickdraw Boots $2250 Bowler Hat Ï 0 Muiti-Tone Half Chaps $1125 0 
Dele ice Boo | SA Parga Tar 10 [ameda Cra sa | 
Pui uche Baas | 2575 rg roan Bonier a gans | 10 || eren Span ss | 
Relentless Boots 2625 [eig Cy hat asss Gerden Rider Sours asof 7 
0 We Bone EE Fenster ht aso | 0 [eren Das Spr mol 7 
Grinder Boots! EEE | Fronea oeroy vat mof Kneler Spurs aoj 5 
Coa Bos Lame IE EEn me Ln Lesli 
mi rnc’ Bao | 075 Der Ht [sns [0 — | [sereus Dans 5 
gi reaches Bons | S1500 | | erder ECN |E 
las oper Boot VE | Pans | oeren der Spr EEN | 
uni Foni Boo HE Werk Pas ENNE (Cn mes 4 
Dele Bleie Br _—| 2000 | Jens ECN mn | Ts 
cons Ptded Son Wok ama sazs | 3 || Cotnsapenden TEEN rn 
Tri KEE Sate Werk Pas Tas [| [ouer spender ET | 
Clic Ta Ca sas Sade Jore EEN Te EN 
asem [erase Geyn Pat [sers [10 || restoek Spend aaf 4 
emt ret EEEN MC ss [a eN 
Fortd con VETTEN | VEEN AC CL Rn! 
En Em CS ECN | ms {6 
ante Jole aso | ELD r | 
ATS | Everydoy svn [emee A 
ra EEEN | 7 
en EE) Leren eee Open Ve man 
SAINT DENIS ONLY BLACKWATER ONLY 
OUTFIT 3 PRICE] __ UNLOCK REGUIREMENT OUTFIT PRICE] ___ UNLOCK REGUIREMENT 
Te Conae sis ns fak ect ETEN Wa Aant 
Te ant Daris Less Tedia [eas | 
Te Deele [enso Batt | |Grens js) oat — 
Te Brgre stop Tie Done’ Liars | 


you to obtain al 


TRAPPER SHOP LIST — 


The tapper is based in Saint Denis, but he also has four sal in 


TRAPPER 


ve wilderness seo the map on page 324 In addon ta his shop inventory. he olles cr 
ys of pocial lothes. The procoss simple: provide him tho requiod animal parts, pay he associated price. and the rapper wl craft the piece in question for you 


lung services hat enable 


TEM [Price 


UNLOCK CONDITION ITEM 


PRICE 


UNLOCK CONDITION 


Tomatank 
Bors 


$a00 | Complete “The First Sal Be Laat” (Chapter 27 


Bear Batwing Chaps {52700 
Legendary Wal Barwin 
ES suc0 


Mocca 57 00 | Ceating- Pertaet Bek Pakt 


Buch Par 


Lagenday Moos Mocca] 5220 Craig Legendary Woo Pet Part Cow Vide 


‘Oude, Pe 


Bel Friged Shogun Chaps | $1800 


TIEMS CHAPS (CONTINUED) 
GELE = [Moose Bawwing Chaps __[ 51000] Cratng Pertect Moose Pt 
GE Bear Fnged Shotgun Chape | $250 | Cratng-Prrect Boa Pot 2 

Een Ee Fee Batwing | sazoo | Caateng Legendary Tatanka Bison Pet 

Toron Kate S250_ | Complet “Pang a Social Ca” Chapter 2 Khenp Dg Chape SEO | Oleg Pres Damp Ht 


[-CratongPertect Bea Pet 
Cratng. Legendary Wi Pet Perect Goat Hide 
‘Caang Perfect Bu hide 


Ox Fringed Shotgun Chaps | $15 00 
Legendary Ram Batang 
en 59300 


Boar Pel 


D | Craig Petct Cow Hide 


Peret Goat Hide Bone Fingnd Shotgun Chape | $3500 


530 00 | Crating Legendary Ek Pet. Parle Goat Hide 


Legendary Ek Halt Chaps | S1600 


CratengPriect Or Hide 


Coat Legendary Ram ide 
CuaangPrfect Blac Bear Pek 
Cratng egendery ER Pe Peret Sheen Hide 


Elk Fringed Shotgun Chaps | 21.00 | Catúng Porec ER Pat 


Ram Shotgun Coat 4500 


k I rattng Perfect Maase Pelt 
E tt | Gain legan Ba Pe Peter ai Moms hulpe SIO | feng Petta Pt 
Ee Prngham Malt Chap 5100 | Coting Petsc Prmghrn dE 

Legendary Boar Bison | sor pp | Gefing Legendary Boar Pet Legendary Tatanka Bison || Jeveins Half Chaps zino | OE et oat Dam nee 
ouders Et | Srste Ee des) 
|| Legendary Aligator Fowiers | 535 00 | Crafting Legendary Aligator Skim ee Ze ee er 
Skunk Tapper Boes | So800 | Cating Peet Sama Pet st > ee EERE 
ui Forer Baas 2000 | Caing Pee Bor Fet, Pret blie gg Degens rg gend Gr ek Ps 

na Mecc 300 | Cesting Proet Calre, Pera Po Pe ” per: 
sem HEN tetten EE 
Botwing Chaps '$1200 | Crafting Perfect Deer Pe Een See EE RD Ben 


Craftng: Pec Ban Hede | 
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TRAPPER SHUP LIST (CONTINUED) 


PRICE UNLOCK CONDITION EM 
(COATS (CONTINUED) 


Er 


E 


UNLOCK CONDITION 
VESIS 


ERNI 


Legendary Bear Caat___[ S2800 | Cating Legendary Bear Pet Perle Bon Pl Oundoarsmen Vest TS2200 | Gatg Peret Pronghom de | 
[wrcaat____ | s2500 | Corten Perle Bam ide Prler Wot! Principal Vest _— (180 | Catan Prlect Cam ide Porec Dee Pel 
gend Wie Ban | soor | Cay Leny Vn Son Pet ‘Shoegsin Ves [52000 | Catung Perle Shee Hide «2 EE | 
Comgr Carma Gaat | SI | Crfng Pete grat Pere Ber Bere gere ne err 
‘Tegenday Pronghem Cont | 53500 | Caang Legenden Frnghom Hé Ferect Moose Pel d aeg Pr e 
| Coor Vest 4250 | catung Paree Buch Pe Pelc Bomer Pe 
| Meme Mantin | saas | Categ egen Moos Pet Pret Wat Pt legendary Back Vezt | $2600 | Gating Legendary Duck Pel Perle Rom Hide 
Bemer Haig Jacket zang Pelc Con Hd Perle Bene PLZ Legendary Baan Vert | 53000 | Cri Legendary Tania Boon Pet | 
Copes Sont Jacht | s2000 | Cateng Perte Ou Hie. Per || tegendary Aligsor Vert | 53500 | Cafung Legendary Aystor Sen 
5 No-Mus Vest Sz op | Galung Perle Panther el Pelc Got de 
Boch Rig Gloves Pere Bac Pel vimtertand Vest ‘sau | oaturg Peet Ram Hide 
|[ Piet ieman Glover Peder Pig Hide Ruse Vert 52500 | ratang Praet Cauger Pi 
Badger Fiteman Glover 0 Cat Peret Badge Pet omen Verl EE ‘Patec Sten de Prot Daer Pel 
EN Riding lover $1200 | feng Peret ER Pat gender, CoogaWolVest | $42 0 | Ct Legendary Cougar Pelt Legenday Wol Pel 
Boor Riding Goe $1500 | Cating Pee Bou Pk Pee abit Polo hv Ven 5520 | Catung Prlect Arnad Sien 2 Prlect Gaat Hide | 
gend Baston | caang Legenda Pet caawans | 
The Rae 
amd Baza | oatig eed ck Pet ae For Pet geen 
Lggendan Beo Coal | sao | ati Legenda Bene Pet agt Bek 
Goren => en The Dreamenche 
gend Pre ane | 50 | Gn Leed Parte Pet Pele Or abe ey 
Ii Tast rme Hmteman | 
ama Range Gowen | sz7oo | Bifegp Pere Care Pecan Pig Pat Plc and || rme Suter Omi alleen tat anc ot made oft urleek 
Jt | | he Ghost Binon onse a hoer in he hp s Garment mans 
agenda Pronker ang Legendary Pronghom Hie, Perect Must men + 
Fk [sma | cat agenda Prego He Pec Maka B ra asen 
Moose Range oves | S2Z00 | Caung Perle Moose Pl The Baur Hunter 
Beg Fam ieman | 5120 | Cating Legendary Ram Hie Peret Bea Pe The Desperado 
Snake San Goan oven | 52500 | Crteng Pec Boa Pek Proc Sno Hen 
en 
[sate Accea IES 2 oer tomv Amanto EDE | 
en IE En 
he ng Preasant Fester Spanow Feather zE Aai \ 
Accessory I Foster | Coor Mien Sade {511000 | Gat Perle oger Pt 
Prim Accesory soo | Gag Feher Ca Va Fet | og Mate utd Se | A50 | Cau Pee Bar el 
Huntamon Accensary | STUO0 | Cotung Perlect Bam Put md Fener Oui Foch 2} Agee Ranch Cuir Sade |$107 00} Craft: Parlect Aligsar Shin | 
2 Latin Arke Fate ue Femer Gc | Beat Datou Sadde___ | S9000 | Crtung Peret Bear Pl J 
Poos heem |t B Bemer opin Sade | $06 0 | Catirg Pec Gamer Pr S= 
Rococo Accassony | s15oo | Cateng Crow Foa Carma Fanta Panther Tal Sodde {510200} Cat Paree Panne Pol 
Grou Aczeeory | $1000 | Cting Orle Fener Woodpecker Fener EOUIPMENT | 
Parse Accesory $1300 | Cota Cie Fenner 2. Piron Fenther Eaparer Bandoler B | sere rater ant 
| sro | Cattng Raas Feather Wiotpecher Fester sE | | Gamer Bandoer | $21.0 | Gambler Chatlenge Fant 3 | 
[5500 | Sogo Fears [rtl Dandie 9025 | Hora Chalenge honk 1D | 
Homestead Accemany | S100 | Caen Cucten Fah Gone Feather Maser Hamer Bandoïier_| $24 50 | Mastor Hune Chalenge hark 7 | 
Jodieious Accessory | S1000 | Cating Presa Feher. Ond Fenner en tt il 
Plamutian Slouch Hat | SIS | Catung Prler Bao Pl d zus | aam Catenge Pam 
Raccoon Mount Hat alier | S20 00 | Snarshooier Change Fan | 
a ten oen Padt AE Sardu Dandolier | S2125 | Somalie Calenge hark 7 | 
El JEE ag tene [ me prana |t | Wop Eet Caiere HT | 
legendary Beer end ol $4000 aande Eaparer Gun Bet [sans | totrer Calenge ani” 
= Deen mann Gamier Gun Beh 51875 | GanblerChaonge Par” | 
es Tee Herat Gan Bel 42725 | eroaet Cratenge hank | 
E Tiens Gans | Master omter Go B {5220 | Master Hume Chaege far 7 | 
== ee Mammmn——E| Hmn Cgt 
Bemver Der Mat | S2000 Peret Benen Pa 1 [Sharpstooter Gum Bet_—_| $1800 | Sharpton Craene Aar 10 | 
eenden gear | sz2oo ogtatar Aga Pte ie ee ke 


gend Caye Main 52500 
Legendary Ram Hat | 


Legendary Coyote Pet. Eagle Feather 2 


Legendary Ban He 


[ Msket Coary Hat 
Badger Mourn Het 


Pet Rabat Pelt 1 Peri 
Perle Badge Pe 


Bever Moura Hat 


Pete Bam Per 


L Wespons Expert Gan Bet $1525 


[Weapons Expert Chaienge- Rank 3 


Eaplore Holter 52525 
Gamier Holter 1525 
erbaist olster $200 


Eaiarr Change: Rank 
Gamble Chatenge Rank | 
Merbaie Chalenge Rank 


Munter Hoster | $1500 


| Masta Hunter Challenge ani 10, 


VEE 


Harzeman Caen 


for Montse Hat [ting Pret on Pe TE s1600 
Stunk Moumin Hat Cratung Perfect Stunk Pet Sharpshoater Hoister___ | $1475 | Sharpchooter Chalenge: Rank 
Bea Grenen Catan Peten Bac Bear Fet Saai iter 41975 | Santi Crateng: rk 10 
Soirrel Flat Cap Cratung Perle: Squirel Poh 6 Weapons Expert Hoster | $1225 | Weapons Expert Challenge Rank 1 
Rat Flat Cap Crating Perfect Rat Pelt 110 ‘Explorer Off-Hand Holster | 525.25 | Explorer Challenge: Rank 10 zl 
Saat Badogger it SZ | Coating Petr Sep Hie Fretten || Gamer OM Hand Hilter {51525 | Gamier Chelenge Rank 1D 
vana Bg Valley tat Ste | Cte Pac Cow He Partact psa Sen Herta OI Hand Halt | 52200 TU 
GM Gamers Ht | SED | Carty Pre Pelt Gl Mate || Meer Maier Ods | er ner Cnlenge er 
op at tg Perte Prnghom Hide Perle Opa Pe 
nn EE = athene Ea Harzeman Oland Hoistr | 513,00 | Horsemen Chatlenge- Fark 10, 
En | Band fand tar E00 | ant tege art? 
Boon Games t | steso| AES Sgpshaster OM Hond | 3075 | snars Cheng Mark? 


at Itanty Harde Het Gaten 


Pele Gaat Hide Perle Aat Pl 


[Legendary Cougar Fog at Cating 


Legendary Cougar Pelt Turkey Feather 12 


‘Samaai OI Hand 
aen 1975 


s 


ghalst Challenge Rank 3 


Legendary Beever Fiap Hat | 52200 | EG 


Legendary Bemer Pe, Legendary Baar Pel, 


GrénalTenie 


‘Weapons Expert ON Mand | 31225 


Weapons Expert Chaerge- Rank 7 
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PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 
WEAPONS 
Ems 
EXTRAS 
INDEX 


CONSUMABLES 
Kr 4 TooLS 
EQUIPMENT 
vaLvAaLes. 
DOCUMENTS 
CRAFTING 
cookin 


SHOP LISTS 6 
CRAFTING 


BOEI 


EXTRAS 


This chapter is home to a variety of trials, trivia and litillation not covered 
elsewhere, inclading secrets, Achievements and Trophies, and advice on working 
towards Total Completion. 


SPOILER WARNING! 

Even though the following pages do not feature careless plat revelations, some of 
the topics discussed are linked to important story events. If you are sensitive to 
spoilers, we strongly suggest that yon first reach the game's Epilogue — and, better 
still, complete it — before reading any farther. 


TROPHIES & ACHIEVEMENTS 


Red Dead Redemption 2's collection of Trophies and Achievements offers a rich blend of 


MAIN STORY ACCOLADES — 


story and gameplay milestones 


En 


Back in the Mud 


Justa Scratch 


To Groener Pastures 


Setting Feuds 


Washed Ashore 


No Traitors. 


Third Time Lucky 


Radompton 


Cowboy Builder 


Endless Summor 


Lending à Hand 


Gold Rush 


TROPHY 


Bronze 


Bronze 


Bowe 


Bronze 


Bronze 


Bronze 


Bronze 


Sier 


Bronze 


Gold 


Siver 


Siver 


OPTIONAL ACTIVITY ACCOLADES — 


z 


El 


El 


Li] 


Kij 


50 


UNLOCK CONDITION 


(Complete Chapter 1 


Complete “Enter, Pursued by a Memosy” (Chapter 1 


(Complete Chapter 2 


(Complete Chapter 3 


Complot Chaptor 4 


Complete Chapter 5 


Complete “Goodbye, Dear Friend” (Chapter 6 


(Complot “Red Dead Redemption” (Chapter 6) 


Complete “A Ne 


Jerusalem” (Eoilogue 2} 


Complot Epilogue 2 


Complete al opvonal honor missions 


# “We Loved Once and True —1 to U 
« “Gand, Honest, Snake Oi 

“Tha Course of True Love Ito V 

« “Money Lending and Other Sins —! to VI 

« “Hel a Brother Out” 

« “Brothers and Sisters. One and AI 

© “Fatherhood and Other Dreams” 6 Il 

« "Do Not Sesk Absolution 161 

« “Archeology for Beginners 

« “Honor, Amongst Thieves” 

“Mrs Sadie Adr, Widow 1” 

Al af hase are covered in our Missions chapter 


‘Ear 70 gold medals in story missions. You will find guidance on securing gold medals in our dedicated chapter 
(see page 30) 


TROPHY 


UNLOCK CONDITION 


Best in the West Gold 100 _{ Auain 100% completion. We detail al necessary requirements on page 336 
Western Stranger | Bone 30_ | Complete 10 stranger mission stands (see page 186 for walkthroughs) 
Artificial Inteligence | Browe 10_ | Discover the fat of Marko Dragic. See our walkthrough for A Bright Bouncing Boy” an page 188. 
" > (Complete à companion actwity at ha Horseshoe Overlook, Clemens Point and Shady Belie camps. 
lemen ied 20 | You can find an overview of these actities on page 1 
Hobby Horse Bronze 10_ | Play al table games: see page 220. 
or en find a parmanent home for tha squirel statue (see box-out on the right hand page) afte finishing 
En Ee 10 se “A Beter Word, A New Friend” mission — see page 212 for guidance 
Breaking and Entering | _ Bronze z0_ | Recover the stash from four homesteads. We cover al home roberies on page 180 
This involves competing any one af the müsions that require vou Lo gather special collectibles such as 
Collector's ham Siher 20 | cigarette cards, atis. dinosaur bones, or oek carvings. We cover al of these in the section that begins 
on page 199, 
Complete five item requests for fellow gang members. Find out more about these acties on page 145. 
Eran Don ens 10 | This accolades time-sensitve: most tem requests are avalabi rom Chapter 2 to Chapter 4. 
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RNI 


PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 


TROPHY 
Take From theich | Grove 
Banse 

Pony Up Bone 
Extrome Personality | Bowe 
Bounttl Browe 
ParigRespects | Bronze 
Sel Suticent Groe 
Skin Deep Bronze 
Zoologist Bronze 
wasTiiSBigt | Boe 
Locked and Loaded | rose 
GrinandBeark | Gre 
Tusty Steed Bronze 
Legend of the West |_ Platinum 


wo 


1 


wo 


2 


1 


zo 


zo 


wo 


UNLOCK CONDITION 


Bob or laat $250. Yau should accomplish this naturally as you explore the world and advance the main 
stopfine 


Danate $250 1 the gang's thing box, which is available ned to the ledger at camp. Must be completed prior 
to “Banking, the Old American Ant“ in Chapter 4 


Spend $5,000 across al shops. This should happen naturally as you progress thraugh the game. 


Reach maximum or minimum honor level rank B or rank 8, respectively) This can only be achieved after 
Merculy Departed” (Chapter 5). We detail al actons that affect your honor on paga 170. Note 
6 as 0 1 Se multiplier for honor gains and losses, so is a good time to work towards this 
accomplishment you need to make meanmgful progress 


Survive tee days holding à bouniy ol $250 in al states. This includes the state of New Austin, only 
available from Eplogue 1 onward. You should ind it easier to achieve this by staying out of towns and. 
away from welltravelad roads. Turn to page 174 for à complete presentation of the wanted and bounty 
systems 


Find the graves of each of your fallen companions. Soe page 346 for help, but be wary of spoilers il 
vou have yet 0 complete the game's Epilogue 


Craft any 0 unique items. We cover crafting in our tems chapter on page 320, 


Skin every species af animal, A ful it af animals, along with their habftats, is available on page 149, 


Study every animal across al states. Use gur mastr list of animals and their habitats on page 149, 
You can study an animal by holding (R)/ EER either wu in close praxómy or through a scope or 
binoculars 


Catch a ah weighing at least 16lbs. Consult aur coverage of fish varieties and fishing spots on page 163 


Upgrade cach available component for a single sidearm or ongarm weapon. You will nd a complete 
guide to weapon customization on page 288, 


Survive 18 bear attacks and kil (he bear each lime. To find these beast, refer Lo our habitat maps on 
50. This requires you to be grappled by tho animal and shot t during ho struggle For optimal 

ts, make sure you have à powerful weapon equipped (idealy with specialized ammuniuon) before 
each struggle begins 


Reach banding leve 4 with a horse. We cover this 


picon page 140 


PS4 Oniy: Oltain all other Trophies 


WEAPONS 
IrEms 
D EXTRAS 


INDEX 


TROPHIES & 
ACHIEVEMENTS 


TOTAL 
COMPLETION 


COMPENDIUM 
CHECKLISTS 


POINTS oF 
INTEREST 


vniaur 
courcrieues 


EVENT AREAS 


POISONOUS 
TRAIL 


SECRETS 


Obtaining the “It's Art” ace 
the following two condit 


Complete Epilogue 2 


IT'S AR 


de requires you to complete a secret minigame, which is unlocked at Beecher's Hope once you meet 


Receive the statue from Ms Hobbs at the end of “A Better World, A New Friend” (see page 212) 


At that point you can proudly 
rather less impressed 
Your goal is then to retrieve it 


splay the statue on a shelf above the living room’s mantelpiece. Someone else, however, will be 


ste in decoration. On a subsequent visit to the house, you may find the statue has been moved. 


nd return it to its rightful place as many tim, 


s it will take for others to appreciate art 


TOTAL COMPLETION 


You can find out where you stand in your progress towards 100% completion in the Progress section of the pause menu. The following table offers a 
breakdown of all requirements, along with page references that will help you to find the guidance you might need for each accomplishment. 


REQUIREMENTS N 


PAGE. REQUIREMENTS, PAGE 


MISSIONS AND EVENTS | COMPENDIUM (COVTINUED) I 
Bernt et Mt TE 
(Complete 10 stranger mission strands 186 _||_ Discover al gangs 218 
‘Complete we bounty hunter missions 184 Discover 10 horse breeds 136 
EE 225 || oicmer 20 plant pees El 
en ze oee eer ji 
Clear out al gang hideouts 2e || PLAYER 
COLLECTABLES |_ Reach maximum health, stamina and Deod Eye 167 
Find one point of interest 338 Achieve level & bonding with your horse li 140 
Find the nine graves of your alen companians 48 ||_ Complete al chalenges 1z 
Calloct a complete sot of cigarette cards 0 || MISCELLANEOUS 
Complete "A Test af Faith 200 || Discover 5shacs Er] 
‘Complet “A Fshor ol Fish 164_|[_ Kan Stogendary animats IK 
Complet “Duchassos and Oihor Animals” zoe _||_Pay cach table gamo one zo 
(oomplet “Geology lor Beginners” zi0_||_mteract wit 5 speci characters [ze 
Complete A Better World, A New Friend” 2i2_||_ Take both (evaloble in hotels) 16 | 
(Complet a veasure hunt chain 196_|| see a show lor example, in he penikan nea Valennes stable | | 
Find all 20 dreameatchers z12__|[_ see a ive pertormance at the Théâtre Räleur in Saint Der 
Í COMPENDIUM | Craft one recipe from six dilferent category types la cooked 
|_ meal atonic an ammuntion type. a hunting Hem, horsecare | 320 
Discover 50 animals by studying them 146 _||_om.andothrowobie weapon) 
Ee En | Complet hae vtt ashop abbery, a coach robben.and |_79 


COMFENDIUM 


You can access the compendium from the Progress section of the pause menu. This is à very handy tool that tracks what you have discovered in the 
world so far, The following lists detail all entries in each category, with page references that link to relevant sections of this guide. 


COMPENDIUM 
Te Amaran be Ted ME Te men 
“Tami Aj fame meren Belg ieman rs Cache Con 
[Anet Align ltr [Frente Gael leponMaste aile Vele Cri 
ie tade Armada Wia Bi Amaicn Dame rr rie Celen (tan Land Cb 
| [Amencan Badger Wutai Deer Cedar Wann [wezen Cmpmank Red Swamp Cath 
[Loran ME Dein Cider (mcn [Luoepng Came 
American lack Bear toga Bol [-[oeriiqus Rooser Caan Sandi Cane 
Gine _) Loena aat [Lsa trican | (omen Coman | |_| Amarcan Crow 
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COMPENDIUM (CONTINUED) 


BEER 


EEE aan ade en ae 
akan fa oid Daarn a Vantie Sachd waren Fi Dac Warbleot 
Aaian Serherd Bachy Maurin BighomBam_| [| Tonic Sachet ‘Srchere Salmon hungaran Halbe PRIMER 
El Bach Moura Bghom Sheep | || Legend of we Ea Snel Legendary Boeg Kentuchy Soer Missions 
Bench Coonhound Bacttied Jachrata [ease egendany Crain Perel Mison or Toten 
Bader Ge ret (MCE | [enden maai Cat [wagen 5 EXPLORATION 
Catahaua Cor Bick Bat [Are Too Tasman Legendary edn Pckerel Mustang Fire 
Cresmeat ba rene Ban te [ aoe Ta aten Legendary Rock Bas nokta 
Saenen Hay [ester men [aon toen tadaman ‘Legenda Smalirou Base IE WEAPONS 
Lr hever ect Boi [arr Tran! Legend Pach sutcPad MEL 
Poade Amercan Bain [raak Baan Hon Traer Legendary Lake Surgeon [renesse Waer 
he — [tense Spomnb | oamver oat Tiet ende genoot an) |_[racapend Exrmas 
Aut [erg Gat [ [ouctander rest egendary Seelen Tro Trkoman mee 
Sander Deny Leogang Gu [ cougar rg trekt egendery Crane Cat 
ata Dek Rg-ied Ge [omt Fang Tike genden Longnose Gar [ Cauteran Reoler 

[rein beet TS ee) |E Are eet gandoryMadi Gorge oe 
EE Sped Stank [recta genden Nore Pir Paco’ Ale TROPHIES 6 
Golden Eagie | hed Boa Sock [aaseter Tante Legendary Socheye Salmon ‚_[ aunwrs Coweman Revolver ACHIEVEMENTS 
edn Ere EEn [ow ener iiet Omiie-cn Revher Den 
[ute get | [Serge ben Sne [ erongrorn hom ieder ||| temonmhaden || | Agemors herte ComPLerIoN 

Sram Eger [ oamondactfarsesnair [am oen Trekt ODrscot Boy [ars hvover 


ochy Moura BE 


er-elance Soa 


[age Toto atman” 


Te Marre Brood 


Schee Revolver 


ochy Mountain Com El 


Bact-mled Batiesmle 


Te Shimmer Bohers 


[cows hevober 


COMPENDIUM 


[men Cam ism Bure 
a Tabee [una See ara Delma 0e Mile sheer” 
meten Ga fa) [| Noten Coppen ae) || ot Heut ke Delle [niro POINTS or 
Sherfn_ | [seamen opaan ta | |_[ stem at | NCT || econ re INTEREST 
| ande Gi Monster Mido Vier Snake [ Panters Eye Tanker ashan Gseng [ouse Pistor Uniave 
Hoes Go) Coenoo See [amet Bede Amercan Greng vadnghis Pa EEE 
Canado Goose | Noreen Water Snake | Bandt Gun Belt Boy Bolete | carbine Rapaater 
Fergraa Hek [sce aag Sb [marter Baat, uee Peper EVENT AREAS 
od alt ak Ven age Snr [aaron ndr Baaren Laet teer Ean 
Roger enk en [pter Bdeer Bardoek Bot Varin ie TAAL 
a Bh Hen [maren eu Semen [ater con Bet Canet [sormgsoa ne ap 
vend heen [olen Crone Sara [evene ose Common B Bok dctonte SECRETS 
[eurie [aman hd sar [ren ottnd lr oming Tyne fol Bae is 
eenige [ete Gen Sure [amber ndr Deer Spe [hae ig lock 
Cote zy ct Sirel [abi Gon Bat Er [careano nie 
Common Lan [ezen od [oon tos Beroe akbar, [smet san 
potclam Soma Deer bd [amer 0 tad a olden Cran Oe Brit Si 
Yellow- bled Laon | Eastern Wi Tarte, | Merbahst Bandoler Hummengburd Sage | Aare Shotgun 
eten Bt Moe [rme wl Tut EE Iden Ten [pure Aen Saan 
visten Morse [au Sapone [reti oer wavert [somauo roan 
made sten Taen Vlan [reta Ofte a Oman Sape [raping Sogn 
Amencan Maka [ese Tate, Var [arzeman Bonder Oregano Bow 
Burmese Dede [erwor [menen Ga et Paulian [named 
[rabe war [enaar TN [rseouie 
| 5 Led vand Wandge! _| |_{ vrseman Oft tand user Bamsheod || | vouw rebete 
Coal ore Oe [Pete Woot ter hater Binder Red Bugter Drum 
Goa Haat Ow agenda B eter hart Gn Bet Bad Sas voie Dyane 
CE aegenday naat Ga aa | | [Mate Hanter te Vana Foer roven Kle 
[omen 0 | | gende amer) | ter har Ofte) || ve Snawdre | [mes eig 
Pati Legenda Vie {tanneri Wig Carat Pan Towing Kale 
Pao Pare agenda aanta Baan [sara ane WiFaaden Tomsk 
Canin niee renenday Bn | [stereo hae vi Mad [amosed toatan 
[Stom and veton Mace |tegendery Bu __| |_{ sharpsnooter OftHand Haster Wntergrwen Bery | _[ oming toman. 
Trend Caoar [surat Band noe Zocht Toman 
[ree [usg Core [sore cen | pens ar eid ET 
Amata Wte Fien ogende [sermata hae Con Ornd [acer 


Broen Pecan ‘tegendany Ex [_{ surat ot and Hesen Gams Orchd [tan Prat Sword 
ang veched Presser Legendary Meese Wieagars ape Banco Dragon's Mouth Orchid Hunung Kie 
Chinese Ring oachad Prescot | | | Legendary Goguaro Pather Viespors Expert Gun Bet Gros Orci Jan's Knie 
Bershe Pa [ rcoendary Pranghom Wapens pe Maser Lay ofte Wgh Orchid Fade ae 

_{socruna pg _[ vependery Bghom Ram Wieoprs ErperL Of Hand Hatser | || Looy Sper Ori Col War Kat 


‘Legendary Wo 


FSI (SEE PAGE 163) 


Moccasin Famer Orchid 


Jawbone Kale 


usg mii Sed Dci vide ide ode 
hacken Le Gan Pa Guard Oras Dier 
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POINTS OF INTEREST & SHACKS BEBREER 


® Points of Interest: There are 46 “sketchable” sites | initially seem like unremarkable lodgings, yet each | 


and structures that you can discover throughout the | one hides some form of strange secret or story that PRIMER 
world. When you are within sufficient proximity to_| you can explore. For instance, if you visit the Robard MISSIONS 
these locations, an onscreen prompt will invite you | Farm cabin, you might wonder why a man and af De , 
to hold @/O to inspec them. This vriggers a short | woman lie dead inside — but a glance through the 
scene where your character draws à sketch ofthe | window wilrevealthe body of another woman, which | giel 
landmark in question in his journal, sometimes with ‚ you can investigate to find a letter shedding fight o WEAPONS 
accompanying notes. You need to find at leastoneof | this mystery. These structures also tend to contain Í ee 
these points of interest to meet the corresponding | all sorts of interesting items to collect, including 
Total Completion requirement valuables, cigarette cards, and special tonics, so they Í ( 
are general well worth the trip. You need to discover Ioex 

®Shacks: Similarly, multiple shacks and cabins | at least five of the shacks and cabins listed here to 
can be found throughout the wilderness. These may | fulfil the related Total Completion requirement d 
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a rare sidearm that will pro 
weapon collection. 


341 


EVENT AREAS 


Event areas are locations that change over time. Each area has several stages of development which you can witness by visiting at semi-regular 
intervals as you progress through the main storyline. In most cases, you are invited to intervene in a specific way to facilitate the location's 
advance ta its next step. If you refuse to lend a hand, or antagonize your primary contact at each location in any way. you might prevent any further 
progression —so respectful, non-threatening behavior is advisable. Al event areas enter their final stage when you reach Epilogue 1, regardless of 
how many advancements you have previously triggered. 


EVENT AREA LOCATIONS | 
D 


ve s f A5 Se h 
Selk: 


End 


Atimber company located northeast of Strawberry isin the process of 
clearing a forest 


STAGE 1: Initialy, this site features a crew of lumberjacks chopping 
down trees with axes, or sawing logs. You can find a few minor 
collectibles in the tents, though their accupants will not take kindly to 
theft. you speak to the foreman at the part-buit cabin, he will ask you 


to sell him goods — particularly food and medicine. Doing so will help 
advance the development of this event area to the next stage 


STAGE 2: The cabin where you originally encountered the foreman is 
now complete, the horse pen is finished, and the surrounding forest 
has fewer trees. There will be an accident during your visit. Run to the 
blipped location. hold @/, then repeatedy tap ®/@D vo lit the 
tree under which the victim's leg ís stuck. This will reward you with 
an honor bonus. Once the others retum to work, you can speak to the 
victim again and give him some money to receive an additional honor 
boost. 


STAGE 3: This time you will find the foreman arguing with lumberjacks, 
who refuse to return to work due to a local pack of wolves that has 
already claimed two lives. Speak to the foreman and agree to take care 
of the problem. Head to the highlighted zone, to the south of the sit, 
and activate Eagle Eye to reveal a tral. This leads you to the bodies 
of the two victims, where a few wolves will attack. Deal with them 
however you please, though you should note that Dead Eye can prove 
really effective against such swift targets. Once all animals are down, 
retum to the foreman to receive your reward. 


STAGE 4: If you reach this stage before the end of Chapter 6, you will 
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see that the entire area is now clear of trees and the workers camp has. 
been dismantied. 


STAGE 5 (EPILOGUE 1): A final visit during or after the Epilogue will 
show that almost every trace of the worker's camp has gone, with 
nature having reclaimed the last vestiges of its existence. 


This event area features a cabin being built by a father and his two sons. 
just southwest of Valentine. 


STAGE 1: At first only the foundations have been built, with tents to 
the side where you can appropriate various items if you wish. If you 
start a conversation with the father, he will be angered when the sons 
accidentally drop one of the wall frames. 


STAGE 2: On à subsequent visit you will find that the construction has 
advanced but, of far more immediate import, that the family is engaged 
in à frefight with a gang demanding payment of “protection” money. 
Eliminate the thugs to receive honor and to ensure that the event area 
can move on to the next stage. 


STAGE 3: The cabin is now looking almost complete, but a word with 
the father will reveal that he is running low on funds. He will ask you if 
you can lend hìm $100. Agreeing to the loan is required to move on to 
the next step — and will actually prove to be a sound investment 


STAGE 4: This time the house is entirely finished. The father lets you 
know that he has sold it to farmers moving up from the south, which 
means he has the money to pay you back… with interest. He will give 
vou $150, making this an effortlessly profitable transaction. 


STAGE 5 (EPILOGUE 1): The cabin now has occupants and a vegetable 
garden 


CENTRAL UNION RAILROAD CAMP 


Located halfway between Emerald Station and Van Horn, this event 
area is home to à group of workers laying down fresh tracks for a new 
railroad, with a senior foreman doing his best to keep them at work 


STAGE 1: With the workers hard at work during the day, you can visit 
the tents to loat a few collectibles — though you should do your best 
to do so out of sight. Speak to the senior foreman, Percy Whitsickle, 
outside his tent; agree to help him, After the cutscene, locate the 
junior foreman at the northwest end of the highlighted zone. Follow 
him from a safe distance until he reaches a large tree. When you see 
him place his hands inside a hole in the tree, confront him. Retrieve 
the money from the hiding place, then return it to Percy to complete 
the event. If you also take back the hogtied junior foreman, a special 
conversation is wiggered. 


STAGE 2: The camp has moved north, almost level with the Elysian 
Pool. Speak to Percy to learn that Leviticus Cornwall has bought a plot 
of land nearby, effectively blocking the construction work. After offering. 
to lend a hand, head to the marker to the north where three goons 
await. At the end of the cutscene, hold (2)/@ lightly when prompted 
to fill up your meter, then press fully to trigger à Dead Eye moment: this 
will provide ample time to adjust a clean headshot on the leader, and 
thereby scare off the ather two miscreants, Pick up the property deed 
dropped by your victim or loot from his body, then return to the camp 
and give the document to Percy. 


STAGE 3: The camp has moved northwest, with the railroad almost 
connected to the tracks northeast of Emerald Station, Percy invites you 
to help yourself to leftover supplies. Head to the tent at the southeast 
end of the camp and pick up any provisions that take your interest 


STAGE 4 (EPILOGUE 1}: The railroad section is now complete, and the 
entire orew and camp are gone, 
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THE POISONOUS TRAIL MAP 1 


Availability: Chapter 2 onward 
Walkthrough: This is à secret treasure map — there is not a single clue in tho 
game world pointing to ft. It has been designed to be found by persevering 
(or remarkably lucky!) players who leave na stone unturned. To put you on the 
right track, we can tell you that itis hidden on the outskirts of Cairn Lake, just 
southeast of Colter, 


THE POISONOUS TRAIL MAP 2 


Availability: Complete this mission’s previous step 
Walkthrough: Opon your salchol and study Tho Poisonous Tail Map 1. If you 
have been there before, you might recognize a location in Scarlett Meadows 
just west of Ringnack Crack, with a large rocky outcrap in the shape of human 
face. Run to the back of the hill to find the next map in a hidden holow at the 
[tse ol a ee vun 


THE POISONOUS TRAIL MAP 3 


Availability: Complete this missions previous step. 
Walkthrough: The location shown on the second map should be very obvious if 
you have visited the sit in question before. Head to Serpent Mound, a point of 
interest ust southwest of Van Horn. Inspect the hole inside the snake's “head” 
to retrieve it 
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THE POISONOUS TRAIL TREASURE — STEP 1 


Availability: Complete this mission's previous step, 
Walkthrough: To lay your hands on this treasure, head to Elysian Pool, to the 
northwest of Van Horn. Walk through the waterfail to reveal a hidden cave 


THE POISONOUS TRAIL TREASURE: STEP 2 


Walkthrough: Equip your lantern as you advance deeper into the cave, which 
soon becomes very dark. As soon as you leave the narrow corridor, go dawn the 
|_steep path on your right 


THE POISONOUS TRAIL TREASURE — STEP 3 


Walkthrough: At the bottom of the slope, you will soon notice a low and narrow 

tunnol in the wall. Crouch-walk though it and you will end up in front af a fork 

ke à right (the left path is the one you wil use on your way back). Loot the 

small abandoned campsite on the way il you wish (on your right, then keop 
ing un you reach a larger chamber 


THE POISONOUS TRAIL TREASURE. STEP 4 


Walkthrough: As you enter the chamber, tum left and obser your 
surroundings. Your gaa sto sprint and jump from your current position to the 
platlorm below — as shown on this picture. Measure your approach and take a 
good ran-up to avoid Fling into the depths. Once you have landed salcy, go 
down tho slope on tho other side 


THE POISONOUS TRAIL TREASURE — STEP 5 


Walkthrough: From the shallow pool at the bottom of the 
left, Climb up into the small alcove, where you will find the u 
bars — hidden behind rocks. 


pe, look ta your 
uro — four gold 


THE POISONOUS TRAIL TREASURE. STEP 6 


Wallahrough: When you're ready to head back, retrace your steps up the slope. 
Climb on the narrow ledge on your right, then up to the passage above, which 
|_ wl take you back to the fork that you encountered earfier.Crouch-walk through 

the lite tunnel and you are then just steps away from tho ext 
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This section covers certain secrets that are related to the main storyline. We strongly recommend that you do not read its contents 
Ek kk Hoe ek nti yon reach the game's Epilogue. + nent kkk + 


Red Dead Redemption 2 features countless potential discoveries that lie far from the beaten path. From remote landmarks to abandoned 
campsites, corpses washed ashore to derailed trains, the uncharted areas of the world map have many tales to tell 


SN 


* GRAVES « 


As you progress through the main storyline, some of your companions and associates will meet untimely ends. Their graves are 
scattered around the world. Finding alt nine of these, a requirement to meet Total Completion and unlock a Trophy/Achievement 
can be accomplished during Epilogue 1 at the earliest. 


* POSTSCRIPTS * 


There are plot oriented secrets that can be investigated to find out what 
happened to certain characters that appear in the story. or discover 
details that you could not have known during prior encounters 


CATHERINE BRAITHWAITE: The “Braithwaites’ Secret” is actually not 
the only one in the area. Visit the bumed-out manor from Chapter 4 
onward and you will find the body of Catherine Braithwaite in the ruins. 
You can loat her corpse to retrieve an emerald brooch. A lock box can also 
be found in the adjacent room, just a lew steps la the east of the body. 
this contains à gold bar. Another sect letter, this time involving both 
of the feuding families, await in a small chest on the main islet directly 
west of Sisika Island, in he mud at the foot of ane of the large rees. 


BRAITHWAITES' SECRET: If you head to the south from the gazobo 
where you first met Penelope, to the west of Braithwaite Manor, ou will 
run acrass a locked outhouse in the woods where the Braithwaites hide 
a family secret. Inspecting it before the end of Chapter 6 will anable you 
w encounter ts ocoupant alwe; she wil be dead from Epilogue 1 onward 


GRAYS' SECRET: The Grays also have something to hide at the back of 
their manor, in the form of a letter on the table next to the corpso of 
Mr Gray. This missive, available after completing “A Short Walk In Pretty 
Town’, reveals saiant facts about the origins af the salf-proclaimed noble 
family ol Southern patrots 


MICAH: After completing Epilogue 2, you can retum to the top ol Mount 
Hagen ta find the frozen corpse of Micah — and retrieve his revolver in, 
the process. This is à required step if you wish to obtain all weapons 
available in the game. 
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MICAH'S CAMP: If you visit ital a later point, you can find sc 
Micah's personal belongings at the location where he was based 
between "Blessed are the Meek!” and “An American Pastoral Scene”, 
northeast of Strawberry. This includes a wanted poster of Dutch, as well 
as two newspaper scraps with details on Mical's past and the failod. 

|_eist that took place in Blackwater just before the beginning of the game 
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* THE STRANGE STATIJES PUZZLE * 


This is one of hardest activities to find in Red Dead Redemption 2 — 
let alone solve. This is a puzzle that is most rewarding and best enjoyed 
with a limited degree of assistance, so we encourage you to try to 
figure it out on your own. 


If you are stuck, we provide gradual hints to put you back on track, but 
we strongly encourage you to read only one step at a time and see if this 
is enough fr you to solve the rest of the puzzle by yourself 


STEP 1 — THE PUZZLE ROOM 


Firs things est, you nood to find the pul’ location Head to the spot show 
on he map on his page. Look lor a crevic in the granile and enter (he cave 
this leads lo. Inside. au wil nace seven male statues pestioned around 
central culture of a woman wh eagle wings. You can inspec his landmark 
by holding @/@ Ati paint your character wil draw a skotch of it in his 
joumma revealing its foamal name — “Strange States. Each of the seven 
statues rests on a pedestal; each pedestal features a button that you can press | 
by holding GI: I you press a buton, ie walt disappear into the pedestal_ | 
id come out on the oppast side, were you can press it again Lo reset it Io 
is orginal postion. Te task a hand, then, < to identify wich of the seven 
buttons need to be pressed and wich ones need Lo remain in hei inlaat 


STEP 2 — OBSERVATION 


The only clues you initially have at your disposal are the seven statues. If 
you observe them closely, you wil notice that they are all slight dilferent 
The detail that makes vach onp unique is its hands. More spocifcaly, cach 
state has a set number of unbroken digits. The one closest to the entrance 
Wwnnel, for instance, only has is two middle fingers left. The one shown in the 
accompanying picture has six 


STEP 3 — COUNTING FINGERS 


If you go around the cave, you can count how many intact digits each statue 
has to differontiate it from tho others. You should end up with the following | 
figures: 2,4,5,8,3,4,6 

n = = | 


STEP 4 — THE CAVE PAINTING 


If you head to Window Rock, a relatively easy jaumey to the west of your 
current position (just follow (he railroad), you d a cave painting under 


the large rock overhang. Inspect this site by holding @/€9 and your character 
walt sketch it in his jounal — revealing that this point of interest has the same 
namo, “Strange Staluos’ 
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STEP 5 — PAINTING ANALYSIS 


Swdy the painting up close and you should notice à few details confrming 
that you are on the right track. Seven male figures are shown in a cire with 
à stylzed representation of an eagle at the center, which coresponds to the 
eonfiguration in the cave. What's more, dazens ol hands with thor fingers 
clearly visible can be seen al over the wal. 


STEP 6 — COUNTING FEATHERS: 


After further scrutiny, one pertinent detail might draw your attention: each 
figure has an eagle next to him, and every ane of them has a unique number 
of tal feathers.By counting the eagle feathers associated with each man, you 
| should end up with the following numbers: 2, 7,5, 8, 3,4, 6. These arothe same 

numbers that you identified in the puzzie room, wia single anomaly a in the 
purzie room versus a 7 on the cave painting 


STEP } — THE MISSING LIMB 


Back in the puzzle room, there are two statues with four fingers: one that looks 
fine, and one that has a broken arm. How can you be sura of tha true total finger 
Eount for the later statwe if you cannot see the missing hand? 


STEP 8 — SOLVING THE ANOMALY 


If you explore the cave a ltle, you should soon notice the missing arm \ying on 
the ground, next to a few rocks (to the left when entering the cave). Its hand 
features three fingers. If you add this to the four fingers on the other hand ol the 
statwe with the broken arm, you end up with seven. 


STEP 9 — SOLVING THE PUZZLE 


You now have à number associated to each statue. The only question that 
remains is: how does this holp you to figure out which buttons to press and 
which ones to leave alone? At this point, you might need a clue: prime numbers. 


STEP 10 — REWARD 


Press the buttons on each statue where the total number of fingers is à prime 
number. With these activated, and all other statues in the default position, you 
wil hear the distinctive sound of moving stone. Check the central pedestal. and 
|_vou should now see à secret stash where three gold bars await. 
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* MISCELLANY * 


In this closing section we document instances where you can find curious scenes on your travels and, in most cases, must intuit the stories behind them 
from the mute evidence that you find. 


METEOR HOUSE 


you enter this cabin just west af Brandywine Drop. a macabre scene awaïts 
Inside. In addition to being a point of interest, this structure iS home to a, 

meteorte that you can pick up. This valuable has an interesting property: | 
deereases \he effects of exposure to hot emvironments by 10% Í 


METEOR SHOWER 


If you happen to be casa to the meteor house in the dead of the night (2am 
seoms fairly optimal), head to the field directly west of the house and look up — 
vou might gt ta see à mateor shower in the sky. 


WHISKEY TREE 


This lage wee grows to the west of Dewbery Creek, at the top of the 
overooking Flat ron Lake I you shoot the bottles hanging from ts branches. ono 
of tham wil yield a gold nugget. Note that you can identify it through Eagl Eye 
with gold parties emanatng rom it, A ginseng ear rasts on the roe is 


WITCHES CAULDRON 


ee tE 


This strange shack is built in a remote location, north of the East Grizalies. It 
contains multiple items that you can collect, particularly tonics — but also a 
strange quid in a cooking pot that you can drink at your own risk 


ALCHEMIST HOUSE 


An alchomist Ives in a small house to the northeast of Tumbleweed, by the 
railroad. When you approach the building, it will be consumed by a large 
explosion. A lock bat can then be found on the east side ofthe burmed-out 
structure, This contains high velocity caruidges, as well as the explosive slug 
pamphlet 


DERAILED FRAIN 


This derailed train lies at the battom of the ravine just east af Granite Pass. The 
vellow carriage is home toa treasure chost with multiple valuables inside. The 
carriage stuck in a vertical position against the cllf contains yet more high 
quality collectibles, including two gold bars, though you can only reach its 
interior by entering rom above (see page 214) 
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RED DEAD 
REDEMPTIEN. 


PRIMER 
GUTHRIE FARM MISSIONS 
If you visit this farm, just west of Emerald Ranch, you will ind a dead man | | EXPLORATION 
and black sheep in the southernmostof three aignad shacks Tho sheephasa | | 45 
ribbon around ts neck, from which you can retrieve à gold wedding ring 
—- - WEAPONS 
meus 
INDEX 
\SLAVE CORPSE 
Just southwest of Shady Belle you can find the corpse of à slave an the river TROPHIES 6 
shore. Check the body Lo retrieve a letter, which wil help you to understand ACHIEVEMENTS 
Ee say Ltd Li man here Hote ta vo al oe ono 1 damage Een 
E COMPLETION 


COMPENDIUM 


CHECKLISTS 
POINTS OP 
INTEREST 

SHIPWRECK te 
courcrieues 


A shipureck lies in the midde of the largest island to the west of Clomens 
Point. Head inside and you can find à boule of agod pirate rum in a lack box 
along with a ticom hat on the other side of the collapsed wall This island is 
also home toa few rare species endemic to Guarma, such as the green iguana, 
wich can be useful f you are striving to complete your Compondium, 


EVENT AREAS 


POISONOUS 
TRAIL 


DEAD TRAVELER 


|_A short distance to the east of Armadilo les an old campsite surrounded by 

cactuses, where the body of a dead traveler rests. You can loot a leter from this 
man, as well as various collectibles nearby. There's als a lock box underneath 
the tent: it contains 2 bottle of valeran root 


ENDLESS OPPORTUNITIES 


get, these are mere examples to get you started. You have à whale world to explore, with countless more unique sights to be 
periences to be had, including: 


spering tre south of Brandywine Drop, two spots where lightning bolt impacts can be seen (one near 
the top of Rio Del Lobo Rock, the other on the west side of the $- 
à sundial at geline just west of Mount Shann: raad just southwest of Annesbur LS 
a stuffed gor a gruesome corpse pit just 
an abandoned camp by the railroad, north of Bluewater Marsh: 
à love message on a t narth of Flatneck Station 
à dilapidated hearse with a hanged man just north c 
a giant snake dead in a tr orest v Lagra: hacFarlane’s Ranch: 


a strange man living in a tree house south of MacFarlane's a secret “Letter To Bonnie MacFarlane” that can be looted from 
Ranch the corpse in the “Washed Ashore” chance encounter 


old corpses of a chain gang just a River, to the and many. many more. 
Blu 
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